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"BLITZKRIEG" - COMING IN OCTOBER ! 



Largest Avalon Hill War game Ever, Scheduled 
For Fall Publication 



"Rl it/krieg", the? game of lightening 
warfare, has Finally gone into produc- 
tion. This new game, after years in 
the planning and design stage, is the 
embodiment of every aspect of the art 
of wargaming. 

Huge Playing Board 

Bigger than "Tactics II", more in- 
tricate than "Bulgt'", and more com- 
plex than "D-Day" and "Midway" put 
together, "Blitzkrieg" incorporates all 
of the most exciting features found in 
Avalon Hill battle games. The game 
is played on a huge 42" x 22" triple- 
fold mapbnard - 5Q% larger than any 
previous Avalon Hill maphoard, 

"Blitzkrieg" is a fictional battle 
game patterned after Germany 'S break- 
out of the second World War. Five 
"weak" countries become engulfed in a 
tremendous conflict waged by "Rig Ked" 
against "Great Blue. " Most of the con- 
tinent is surroiindpi) by sea thus inva- 
sions can be attempted as in "D-Day. " 
In addition, air power plays a big part 
in this game that includes over 300 
troop counters . 

Land and Air Battle Came 

Troop Counters include Units of In- 
fantry, Airborne, Armor, Marines, 
Rangers and Break-through Artillery. 
In addition, strategic, tactical, bomber 
and fighter Units arc available. A brand 
new way of resolving combat, even new- 
er than in "Bulge", necessitates many 
substitute counters which are also pro- 
vided in the game. 

Basically a two-player game, play- 
ers must attack and defend over every 
type of terrain imaginable - from in- 
vading rocky-bound coasts to holding up 
iii mountainous areas. Combatants 
must also truss the Great Koufax Des- 
ert (so namrd hecaiisc it is sandy) to 
sieze enemy replacement centers. 
Judicious use of air power often turns 
the tide of the struggle - combat occurs 
last and furiously keeping players on 
their strategical toes. "Blitzkrieg" has 




BOB'S BLUNDER: Consumer Panel 
testers intently analyse a strategic mis- 
take during an exhaustive test game of 
a Blitzkrieg prototype. 

everything you have asked for. . . truly 
the ultimate in lightening warfare. 

Not Available Until October '65 

"Blitzkrieg", at this very moment, 
is coming off the production lines and 
on its way tu the wholesalers. Must 
retail outlets will have it in stock soon 
after October 1st. But according to 
our fair trade marketing policy, direct 
mail orders to the general public will 
not be processed until the retail stores 
become stocked. 

"General" Subscribers To Get Priority 

A reserve of first line copies will 
be made available to subscribers on a 
direct mail basis. Therefore, we will 
accept - NOW - direct mail orders for 
"Blitzkrieg." Upon receipt, such direct 
mail orders will be held and processed 
at exactly the same time the games will 
go on sale in the stores. While you will 
probably obtain it quicker from your 



Bulge - in its 2nd Printing 

The Battle of the Bulge, newly re- 
leased in March '65, has developed in- 
to the most well received and sought 
after game of any Avalon Hill title re- 
leased in the last three years. 

Some minor adjustments were made. 
There were no changes made in the 
Basic game; however, the Tournament 
game found a few Optional rules added 
for play balance and realism. The most 
significant change is the addition of a 
Fortress Counter at TT- 10 at the start 
of the game . 

Only the Battle Manual has been 
changed. . .all other game parts remain 
the same. The diagram at bottom of 
page 8 has been corrected. In addition, 
the Battle Manual incorporates a Ger- 
man Supply problem plus a provision 
for allowing retreats of more than one 
square through dense woods and rough 
terrain. Another option allows armored 
units to withdraw from "engages" if 
they so desire. 

Subscribers wishing to update their 
game may do so simply by enclosing a 
mere quarter (.25f) for the Battle 
Manual, You'll get it a lot sooner if 
you also enclose a 6"x9" self-address- 
ed, return envelope containing a S$ 
stamp. Just request "Bulge Battle 
Manual." on your order. 



local store, a direct mail order from 
you will receive priority over the nor- 
mal direct mail business. 

Game tu Retail for $6. 98 

Because of its hugeness and addi- 
tional parts, "Blitzkrieg" will retail 
for $6.98. This includes parcel postage 
and handling. (No tax required. ) Add 
65£ if you "wish it rushed to you by 
special delivery. 

To make sure your ordur gets ship- 
ping priority, please mark the envelope 
"subscriber order", 

A Play-by-Mail Kit is also available 
at $1.98. Discount coupons, minimum 
of four, may be applied toward the 
order. Please send a check or money 
order to: The Avalon Hill Co., 210 W. 
28th Street, Baltimore 11, Maryland. 
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The AVALON HILL ®£S9SI3&Sl 

... a bi-monthly magazine mailed pretty 
close to the first day of January, March, May, 
July, September and November. 

Hie Avalon Hill General is edited and pub- 
lished by the Avalon Hill Company, Baltimore, 
Maryland. 

capyri s bt l%4 T. A.H. C. 

Baltimore, Ma-ryl&nd. 
Pr j:i'.( d in U. 5. A. 



Avalon Hill P-B-M League 

Mr. Bruce Mathews, corresponding 
secretary, has written us the following 
for publication: "There seems to be a 
misconception on the I 5 day limit. Many 
players write to me saying they haven't 
received a letter from their opponent 
for a couple months. They could make 
it much easier on me and an themselves 
if they would write as soon as possible 
when the violation occurs. 

"Many members have written asking 
for explanation on the Honorary mem- 
bership. It is given to a person who 
gives outstanding contributions to the 
wargamers advanrement. It is a lift? 
long membership and the holder is en- 
titled to all privileges a s other members 
only without paying dues. Other Honor- 
ary members not listed in the news- 
letter are Sgt, Zocchi no. 4 and Daniel 
Hughes, no, 7. 

"Mr. Bodenstedt has written to me 
and it has been decided that the Games 
Committee be re-named the Games and 
Rules Committee. This committee will 
function to interpret rules and make 
play balance changes subject to my 
veto, 

"New league address - Avalon Hill 
P-B-M League, 641 3 Austinburg Road, 
Ashtabula, Ohio 44006." 



AREA NEWS... 




Laurence Plumb 

126 Washington Highway 

Amherst, New York 14226 



EDITOR - covering Maine, New Hamp- 
shire, Vermont, Massachusetts, Rhode 
Island, Connecticut, New York, New 
Jersey, Pennsylvania, Europe, 

D-Day 65 Re-visited 

To those of you who have seen the 
D-DAY '65 tournament rules it is ob- 
vious that the German cannot win! To 



remedy this situation I strongly recom- 
mend the following revisions of the 
tournament rules: 

Airpower; The present air rule is 
too strong 1 tu be eiLher realistic or play- 
balanced. Instead, the Allies should 
be given 80 non-reusable factors of air- 
power. These factors are used like 
regular attatk factors with the following 
reservations: 1) Their use is limited 
to 10 factors per turn and 5 factors per 
attack. 2) They must be used in con- 
junction with a ground attack and cannot 
be used either to cut off retreat or in 
exchanges , 

Supply; Tlis 17 square supply rule 
is ridiriilous ! Amend it as iollows: 
For every 8 squares a unit advances 
from its supply point it needs one supply 
factor, For example, a unit within 8 
squares of Rouen would require 1 sup- 
ply fartor, between 9 and 16 squares, 
2 factors, etc. Furthermore no supply 
is possible through beach squares out- 
side the invasion areas, but is possible 
through captured ports. Also units may 
not be brought ashore in excess of sup- 
ply. Up to 3 German units may be sup- 
plied from each coastal city or fortress 
free from Allied iones of control. 

Paratroops' This rule is amended 
to provide that all Allied paratroops 
can drop 3 times and the Br 52 Inf is 
considered airportable, i.e. it maybe 
dropped once after the second move of 
the second invasion or week 16, which- 
ever comes first. Also the German 
6th Pa rachute Regiment ( 1 - I - 3 ) may be 
dropped twice but not before week 14, 
However, this unit's drops are not lost 
if the unit is eliminated. They can be 
used after the unit is replaced. 

Missing Units- Arid the following 
units which are missing from the initial 
order of battle: 

ALLIED - Br 1st Arm Div, Br 15 
Inf Div, Br 30 Inf Div, Br 50 hif Div, 
all available in the D-Day force. 

GERMAN - Panzer Group West (0- 
1-4), 19LW (1-2-2), SO Mobile Brig 
(2-2-4), all available anywhere; 1 OSS 
Panzer Div (6-6-4), 2 Parachute Div 
(3-3-3) both on starred squares. 

CERMANREINFORCEMENTS- Turn 
1 - 363 Inf (1-2-2); Turn i - K9 Inf (4- 
4-3); Turn 6 - 70 Inf (4-4- if, 6 Para 
(3-3-3), 64 Inf (1-2-2); Turn 7 - *4°SS 
Pz Gren Brig, *51SS p?. Gren Brig; Turn 
9 - 59 Inf (4-4-5), Turn 11 - 100 Mot 
Brig (2-2-4), *106 Pz Brig, 107 Pz 
Brig (2-2-4), lORHi-. Brig (2-2-4), 111 
Pz Brig (2-2-4), 112 Pz Brig (2-2-4), 
113 Pz Brig (2-2-4); Turn 13 - 105 Pi- 
Brig (2-2-4); Turn 14 - 7 Para (5-5-3); 
325 Security (1-2-2) (appears in Paris 
when Allied units come within 5 squares 
of Paris). All reinfurcements come in 
on starred squares except where in- 
dicated. 

♦ These units are already in the 
game. 



The following units are incorrectly 
designated; No SS in 3SS, 15SS and 25 
SS. 319 Static should be a (i-4-3). 
49SS, 51SS are Pa Gren not Pa. 

Replacements: This rule is amend- 
ed so that Allied replacements start 
week 12 at 3 factors per turn while 
German replacement is delayed until 
week 18. 

Special thanks to Victor Madeja and 
Raymond Utz for their help in prepar- 
ing this column. Comments will be 
greatly appreciated. 



AH COMMENT: While many of Mr. 
Plumb's alterations appear of minor 
consequence, such as a two-drop para- 
chute rule far the German 6th, our re- 
search department is not adverse to 
such designer's liberties. Please be 
informed that the British 50th Division, 
which Mr. Plumb lists as "missing, " 
is included in the present order of bat- 
tle. 



Southeast 



Marc 'Nicholson 
2425 Meadow Road 
Louisville 5, Kentucky 



*yfl 



EDITOR - covering Delaware, Maryland 
D. G. , Virginia, West Virginia, North 
Carolina, South Carolina, Georgia, 
Florida, Kentucky, Tennessee, Alabama, 
Mississippi. 

Battle Odds and Ends 

by Marc Nil hoi son 



This column will be devoted to clean- 
ing up my correspondence. First of 
all, I apologize to the many people 
whose letters 1 have not had a chance 
to answer -the mailbag has been over- 
flowing lately. Also, this accounts for 
the delay in several of my play-by-mail 
games. 

There is an AH club forming around 
Raleigh, N.C. and is in need of mem- 
bers. AH players in lhat area should 
he ahle to get information at their local 

dealers Students of "The Bulge" 

should write to Matthew Buynoski of 
Battle Creek. Mich, for a unique sys- 
tem of American reinforcements An 

organisation known as SPECTRE is 
attempting to "conquer the world", J 
have been requested to help recruit 
members for an anti-SPECTRE group 
(Texas and D. C. appear to be SPECTRE 
strongholds). All requests for informa- 
tion on play-by-mail clubs should be 
addre^^ed directly to the clubs and not 
to me, the best I can do is to forward 
the letters Likewise, questions about 
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AH rules should be sent Lu AH The 

most papular game in the Southeast ap- 
pears lo be Waterloo, with D-Day a 

Close second 1 would like tohearfrom 

all LeMans fans and particularly those 
who have designed new cars and cours- 
es As yet, I have received no letters 

from the states of Tennessee and Mis- 
sissippi, get with it y'all I Any col- 
lege in the Southeast with an AH club 
should contact All for publication, also 

please inform me To the Richmond, 

Virginia writer who neglected to sign 
his name- your plan for D- Day is work- 
able and I would like mart details 

Anyone in D. C. wishing tu engage the 
infamous and illusive Brian Heavily 
should contact Marshall Cohen as he is 

my agent in that area Finally and 

belatedly, many thanks to former editor 
Victor Madeja for his ideas which help- 
ed to formulate my last column. 

Maybe next issue I may get to tactics 
in The Bulge. 





Myron R, Brundage 
3 30 W. Dickens 
Chicago, Illinois hCiblA 



F.D1TOR - covering Ohio, Indiana, Illi- 
nois, Michigan, Wisconsin, Minnesota, 
Iowa, Missouri, Arkansas, Louisiana. 

Report On Correspondence 

Myron R. Rrundage & Wife 

Since becoming Midwest Editor, I 
have received a fair amount of mail, 
It is mostly concerned with gameswhich 
A.H. fans have built. All of the games, 
of course, were of a military nature. 
Among the titles were: Ambush: Viet 
Nam, Korea, Tactics 111, WW I, WW II, 
etc. The boards for some of these 
games ranged in size from the standard 
A.H. hex size of 22" x .'.4" to the wall 
and. floor sizes of 9' X fc> ' and 22' x 20' 
one N.U. student, the owner of that 
monster 22' x 20' board claims to have 
in his game room at home some "42 
hand made ones of no less size than 48' 
x -1'. " Can you imagine the size of his 
game room? 

A good many of these games con- 
cerned with recent wars had air power 
incorporated into them like that of 
A. H. s Midway or Bulge. It would ap- 
pear that interest has been growing in 
Air Power in Land is Naval Battle 
games ever since Midway came out, 

A Plainwcll, Michigan fellow has a 
game board on which he can play any 
battle from 27=30 B.C. to today and a 
Bronx New Yorker is working on a 
game based on Napoleonic Naval War- 
fare using 3D counters. 



One of my p. b. m. opponents of Nor- 
walk, Conn, has a ready to go naval 
hattle game of the WW I battle of Jut- 
land, 

The ad that ] placed in the May Issue 
for postcards from A.H. fans in my 
area didn't draw what I expected, but 
a few fans sent cards. From them 1 
found that most fans preferred Land 
Hattle over Air b. Naval Battle, and that 
most everyone owns A. K. , Stalingrad, 
Tartics II, D-Day, Bulge or Midway. 
One interesting item that came out of 

the cards was: "How in the H did 

Louisiana end up in the midwest?" 
Well, all I can say is: "Only Avalon 
Hill knows ! " 

The letter that interested me most 
came from a former U.S. Army Of- 
ficer and veteran of the Viet Nam war. 
His letter praised AvalDn Hill games 
and made some very wise points on 
Tactics, It said, A.H. games "arc a 
good training ground for expanding a 
soldier's mind, if he would be a good 
commander' and 'They are also a good 
place to practice the Principles of War; 
for, generally speaking, he who makes 
best use of them prevails. " He told me 
that thru his years of experience as a 
professional soldier he has learned that 
there were no "mysterious secrets be- 
yond the Principles of War' and it is 
merely 'excellence in execution' that 
leads constantly t.n Victory." I think 
his points are well made and could be 
taken to heart by all A.H. players who 
would wish to be victors rather than 
losers. 

In closing 1 would like to publicly 
proclaim my appreciation in Tom Bos- 
seler's column which 1 feel is a great 
aid to furthering ones' skills at A.H. 
games. {I hope this doesn't give him a 
swollen head. ) It's the first place I 
turn to when I receive my issue of the 
"General." That is, after reading my 
column . 

I would like, to hear more from you 
fans on how you feel about A.H. games, 
etc. Would you like to see A. H. pub- 
lish more Air Power games? Do you 
feel that A.H. should clarify rules, 
such as, does a rule that appears in 
One A.H. game apply in another game 
in a similar situation. Your suggestions, 
questions, ideas, and wants can better 
help A. H. and I in serving you better. 



West 




Stan Wolcott 
P. O. Box 381 
Hastings, N«braska 



EDITOR - covering North Dakota, South 
Dakota, Nebraska, Kansas, Montana, 
Wyoming, Colorado, Idaho, Utah, Wash- 
ington, Oregon, Alaska, Canada. 
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Odds Computation 

by Stan Wolcott 

There exists in Avalon Hill games 
today, something which has bothered 
me far quite sometime. What I speak 
of is the manner in which combat odds 
are arrived at. 

The 5tatus Quo 

The present method is as follows 
{quoting from the WATERLOO instruc- 
tion sheet): "Ruund off all battle odds 
in favor of the defender. For example, 
if battle odds are 29 to 10, thus lying 
between 2 to 1 and 3 to lj it is rounded 
off to 2 to 1. In other words all frac- 
tions are rounded off in favor of the 
defender." This to me seems grossly 
unfair to the attacker and overly gen- 
erous to the defender. Sure, examples 
can be found in military history of out 
numbered forces defeating or getting 
the best of the enemy, but these were 
exceptions rather than the rule. We 
saw above that odds of 29 to 10 would 
be converted to 2 to 1, if we would fol- 
low AH's formula, i.e., "all fractions 
are rounded off in favor of the defender. " 
Here the fraction would be 9/10, prac- 
tically another whole multiple, yet it is 
ignored and the battle is fought as a 2 
to 1. Thus, AH has, in effect, created 
a situation tantamount to a military 
miracle. 

Insult to Injury 
As this were not enough of an injus- 
tice to the attacker, lo and behold came 
an even stiffer measure with AFRIKA 
KORPS. The odds computation table 
which superceded the old slide-rule 
computer, let it be known that hence- 
forth such conditions would exist mak- 
ing it possible for odds of 6 to 7 to 
be converted to 1 to 2 or odds of 4 to 9 
to become 1 to i. Hard to believe isn't 
it? Yet that's exactly what they did. 
Some of you will say, "Well what great 
effect can come from just that small 
change in procedure. " The truth of the 
matter is, that it changes the whole at- 
mosphere of the game. The attacker is 
more reluctant to attack; he'll make 
fewer spoiling attacks and less soak- 
off s. It was no longer fun to be the 
attacker ! 

The Corrective Measure 



To correct this situation, which has 
gone beyond the point of endurance, I 
simply modified the existing rules in 
one important way. Whereas up to now 
ail fractions had been rounded off in 
favor of the defender, now only fractions 
of 1/2 or better would be. rounded off. 
For example, a 4 to 9 would be a 1 to 
2 because 4 when divided into 9, leaves 
a fraction of only 1/4. Odds of 4 to 10 
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however, would be a 1 to 1 because here 
the fraction would be 1 / 2. Another 
change which I included was that not 
only would the defender get the benefit 
of the fraction, but also the attacker. 
Going back to that 29 to 10 which we 
spoke about previously, under the new 
rule it would become a 3 to .1 instead of 
a 2 to 1 since the fraction is 9/ 10. Odds 
of 14 to 5 would be a 3 to 1 also, since 
the fraction is greater than 1/2. 

A Better Way 
That then is rrjy system of odds 
computation. 1 feel it is vastly superior 
to AH's method and that it greatly im- 
proves the play of the games. To rein- 
terate, the system involves only these 
two steps: (1) Divide the smaller fac- 
tor, whether it be attacker or defender, 
into the larger and obtain a quotient; 
(2) If the fraction is greater than 1/2, 
go to the next higher or lower odds as 
the case may be, the recipient being 
the une with the larger factor. 

Questions ? 

If you have any questions or com- 
ments concerning this article, please 
write to me about them; 1 enjoy hearing 
from you and would like to learn what 
you, the reader, think. 

Concerning last issue's article on 
WATERLOO defense, I have received 
many letters, the greater part being of 
the "I doubt it" variety. One such let- 
ter, from Richard Shagrin (Albuquerque, 
N. Mex, ), has challenged me to a PBM 
game to show me the error of mywaya, 
I've hardily accepted his challenge, for 
I'm as much in doubt about the worth of 
my idea as he is and I'd like to find out 
how it will go. I'll try to keep you 
pasted about the progress of the game 
in future columns. 



AH comment; the "odds computation" 
method employed by Avalon Hill for 
many years lias been quite a bone of 
contention. , , and many players have 
felt the same way as Stan Wolcott, In 
defense of their system, Avalon Hill 
feels that the carry over point, whether 
it be exactly on the whole number as it 
is now or on the 1/2 way point as sug- 
gested above is somewhat immaterial- 
It behooves the players, themselves, to 
better plan their attacks so that they do 
not wind up with the 29-10, 6-7 odds, 
etc. Future combat results tables, like 
the new one in Battle of the Bulge, will 
reflect corrective measures in the 
tables, themselves, rather than in the 
method of computing the odds. Thus 
the making of battle results relatively 
more favorable to the attacker, ac- 
complishes the same end results as 
does Mr. Wolcolt's suggested correc- 
tive measure. 




Tom A. Bosseler 
5423 Fallbrook Avenue 
Woodland Hills, California 




EDITOR - covering Oklahoma, Texas, 
New Mexico, Arizona, Nevada, Cali- 
fornia, Hawaii, Far East. 

Problems and Solutions 

hy Tom Bosseler 



In this issue's column many tactical 
and strategical problems which my 
readers have faced will be presented. 
First, you will read the situation, de- 
cide on what you would do, find then see 
the solution. 



WATERLOO 



Situation: By 1 PM an the first day 
the French have taken Quatre Bras. 
The losses to all three armies has been 
quite low. Because of an excellent 
holding attack the Prussians have been 
cut-off from the Anglo-Allies. It is 
very apparent that the Allies can not 
hold out lor long. 

Solution: The Prussians must attack 
the French immediately. Any with- 
drawal to Wavre would allow the French 
to completely smash the Allies, The 
attack must be directed toward Genappe . 
If the Prussians attack toward the rear 
of the French it will he easy lor the 
French to delay them. If, however, the 
attack comes directly on the flank the 
French must engage them. Now all 
that is needed is for the French and 
the Prussians to exchange casualties, .. 

In the original game the Prussians 
swung around the rear of the French at 
the slopes of QB . By careful delaying 
the French was able to cut through to 
Waterloo before the Prussians had even 
advanced to Gennappe. 

D-DAY 



Situation: The Allies are firmly a- 
shore at LeHavre. They have captured 
Dieppe, LeHavre, Rouen, and Mantes. 
7t is the beginning of the 4th week and 
the German reserves have just arrived. 
The south part of the Seine, the Somme, 
and the Oisc arc in German hands. Is 
it possible for the Allies to break out? 

Solution; It seems here that the 
German made his biggest mistake by 
completely writing off the possibility 
of an attack at LeHavre. This probably 
allowed the Allies to capture Rouen and 
Mantes and thus divide the Germans in- 



to two parts. Now all the Allies have 
to do is attack hefore the German. Two 
unorthodox 2 to l's across the Seine 
would not only' insure the breaching of 
that river but also leave the Allies 
tnough strength and mass to carry out 
attrition attacks across the So mine. 
For every unit the Allies lost another 
would get to the iront immediately but 
the Germans, because d! their hairy 
exterior lines will eventually have to 
retreat. 

In the actual game the attacks across 
the Seine were the turning point of the 
campaign. Here, the Allies managed 
to drive almosl unopposed In Ihr Mcusc 
thus forcing the retreat of Superior 
German forces in the North. 

MIDWAY 

Situation; The Japanese, in an effort 
to create powerful air attacks has group- 
ed all his ships together. The Ameri- 
can upon finding such a concentration 
wunders how it is possible to attack 
with any success. 

Solution: It scorns to me that the 
Japanese has left himself out on a limb. 
If the American attacks the Japanese 
cannot strike back the next turn because 
he doesn't dare ready any of his car- 
riers. This will ;h11uw the American to 
refuel his planes free from any air at- 
tacks. The Japanese can still get power 
from a scattered fleet if he concentrates 
his attacks . 

In the actual game the American was 
able to sink both the Soryu and the Kaga 
before the Japanese could even attack, 

7 would very much appreciate any 
comments any of you have out there. 
It's obvious that all the above situations 
are correctly diagnosed, so I would 
very much enjoy to look over any odd 
situations you might have. 



Who Says "Bulge" 

is Unbalanced ?? 

hy David Arneson 

First off I would like to say some- 
thing about that column in the July 
"General" that said "Bulge was un- 
doubtedly one of the worst AH games. " 
I disagree 100%. This game is one of 
your all time greats. It is perfectly 
balanced the way it is right now. In all 
the tournament games played in our 
club we have found it to be so well bal- 
anced that even one battle or maneuver 
could change the entire outcome of the 
game. In other words any action could 
and has decided the outcome ol the 
game. Here are some of my opinions 
on what Private Marc Nicholson said, 
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The basic gamn is by far the hard- 
est for the Ccrmans to win because 
they cannot advance. Engages utroarse 
do hold them up more but because the 
basic game is for beginners ,., this is 
alright. The statement that the Ger- 
mans do not need any forts is absolutely 
the end. How are they supposed to 
protect their southern flank south of 
Bastogne. . .set up no trespassing signs 
to stop Patton's Third Army, or per- 
haps they should tie down half a d07.cn 
divisions trying to stop them in the 
open while carrying on an offensive. Not 
to mention the fact that if any drive is 
made in corps strength it would further 
weaken the Germans because of Lhe 
necessity to withdraw a division or two 
to drive it back, 

I agree with the tactical air power 
to some extent and thai it should be 
added to if the allied is not well ac- 
quainted with the game. But I do not 
believe that the allied player should be 
allowed to use more than six factors 
per turn and not used at all when a 
strategic air attack is launched (the 
allied air force would have to put their 
all into the attack}. As far as the un- 
certain order of appearance goes it 
does everything but give the game to the 
allies. On the turn after the two SS 
panzer divisions cumes in the Ameri- 
cans get in 14 regiments to reinforce 
their positions there by nearly doubl- 
ing the size of the defenders. By get- 
ting their new armour in just previous 
tu this the Germans have a chance to 
break into the open and force the U. 5. 
to put the new troops info the line and 
not launch a big counterattack. This 
rule probably seals the German chance 
of victory against a well entrenched 
enemy that is able to raid your lines 
and reinforce his engaged units and 
generally slow down the Germans to a 
crawl if not stop them. 

Nicholson's next suggestion is Sen- 
seless; occupy Elsenhorne ridge in- 
deed, ,, how do you think the Germans 
are going to get the Spa without cross- 
ing the ridge in two places. All this 
rule does is tie up one more German 
unit and wipe out anyone trying to de- 
fend the ridge against the German ar- 
mour, not to mention the fact that the 
Germans could cross the mountains 
west of Stavolt and cut off the defenders. 
His last point has some merit for a 
pour allied player but as it is it makes 
a German victory impossible. All the 
allied player has Lu do is use these 
units to hold up the Germans on the 
second turn while the combat units 
build their forts. When this line is 
hroken they set up another and SO on 
until the Germans casualties make 
advance impossible. The delaying, units 
alone could hold up the Germans for 
three days and each time they're used 
it gives a combat unit behind it time to 



build a line of fortifications that takes 
time and troops. It is unreasonable to 
expect three panzer divisions to sup- 
port troops for IZ hours. J instead 
suggest a variation of this to a more 
reasonable ruling. The blocking units 
can only be made by a division and not 
by regiments. In order for a division 
to establish the road block it should 
have two regt's left unengaged and at 
toast one of them has passed through 
the square. The German shouldbeable 
to gain a automatic victory over the de- 
fenders and all subsequent units that 
pass through the square have 1/2 of 
there remaining movement lost (basic 
movement). The requirements for this 
arc as follows. On rough terrain road 
you need IS factors also in towns and 
bridges. They 'need 9 factors in wood 
squares. The reason you need a divi- 
sion is that each division had a recon- 
baf.talion attached to them which was 
for the most part independent of the in- 
fantry units, otherwise if you use the 
regiments it would reduce their combat 
by 15% with casualties and all. 1 also 
feel that the German armored divisions 
and the two para-units shoutd also be 
able to construct delaying units. David 
Arneson, 1496 Hartford Ave. , Minn- 
eapolis, Minn. 



A Plan for Amateur 

von Runstedts 

by Mathew Buynoski 

Anyone who has ever played the 
Bulge Germans knows that, if he dis- 
sipates his strength in three directions, 
toward Spa, along the Vielsalm-Hotton 
road, and from Clervaux to Bastogne 
and Houffalize, the American use of 
terrain (especially on the northern half 
of the board) can slow him down until 
it is too late to win, or stop him alto- 
gether. If the German commander 
splits his tank divisions, this is even 
more valid since the overwhelming 
mass supplied by these units is spread 
out and wasted. 

To remedy this, I offer German com- 
manders the following plan: 

1) concentrate as many units as 
possible (especially panzers) in One 
specific zone of attack, 

i.) try to concentrate the main Ger- 
man effort along the sides of a triangle 
St. Vith-Clcrvaux-Bastoguc & Houffalize 
and meet up in the Bastogne-Houffali?,e 
with all panzer divisions. 

3) defend the rest of the front as 
lightly as is safely possible, thus free- 
ing more infantry units for the "supreme 
effort. " 

By following these directions, the 
German gains the following: 

1) he avoids the miserable terrain 



on the northern hall of the board, 

2) will outflank the entire northern 
half of the board from his position at 
Houffalize (this becomes even more 
pronounced as the Germans push a bit 
north. Ry reaching Manhay, they force 
the U.S. to evacuate the Vi el salm-Hot ton 
supply route). 

I) concentrate a massive force of 
big units at one point, a concentration 
which usually results in breakout and. 
incidentally, the fastest and strongest 
units in the German army being avail- 
able to exploit a breakout. 

The general plan goes something 
like this. The German starts by attack- 
ing St. Vith savagely while grinding 
over Clervaux and the mountains around 
it. After taking St. Vith, the Germans 
clear the hills dominating the St.Vith- 
Houffalize road (absolutely necessary 
as a supply route; there is no other. 
Unfortunately, the German C.O, will 
find that this plan has a decided lack of 
supply routes until he is well pastHouf- 
Fali-ae), Meanwhile the Southern force 
has, with its Z parachute and 3 panzer 
divisions, hammered through the. moun- 
tains between Clervaux and Bastogne. 
Now, in one huge drive, all the Ger- 
man forces in the St. Vith area come 
roaring down the road to Houffalize. 
and, linking up with Southern force on 
the left flank, crashing into Bastogne, 
penetrating to La Roche and the road 
junction just north of Houffalize. In 
one fell swoop, 7 panzer, 2 parachute, 
and several infantry divisions will blast 
a hole in the U.S. defensive wall. This 
is the most critical stage: if Bastogne 
doesn't fall, the lack of supply routes 
will kill the offensive, and if the U.S. 
forces in Vielsalm aren't forced to with- 
draw by turning their flank, i.e. the 
Manhay.Houffaliy.fi road, then the front 
becomes so long that too many troops 
are tied down protecting the flanks and 
the offensive dies from lack of troops. 
Once, however, the critical stage is 
passed, Bastogne taken, and theHotton- 
Vielsalm route cleared, the rest is a 
grand sweep from the Ourthe River to 
Rochefort and Marche to the Meusc and 
victory! Usually, by this time the only 
hope the U.S. player has is to delay 
the Germans in the woods bottlenecks 
at Marche and Rochefort and attack on 
the flanks. To counter this, take along 
plenty of infantry to help hammer 
through the woods, and guard the flanks 
with only as much is as needed, but no 
more. (Leaving too much on the flanks 
suddenly causes a disappearance of the 
massed armor spearhead), The effort 
of stopping the main German drive will 
usually preclude anything but minor 
efforts in the flanks areas. If, however, 
the U.S. player does take the' pressure 
off the spearhead and concentrate on 
the flanks, then push across the Meuse 
with about whatever seems necessary 
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to insure that even in some units arc 
elim. that the remainder will be over 
the required 50, and send what is need- 
ed to stall the U.S. drives. Don't for- 
get that all a German Co. has to do is 
keep over the Meuse. far 4 consecutive 
supplied turns. Don't waste units to 
insure that the supply route will be safe 
on the 5th turn; the game is over by 
then. 

If German troops manage to capture 
Spa (by U. S. withdraw) then use more 
units on the flanks and send over ihe 
Meuse the 5 units needed for victory, 
However, don't try to take Spa forcibly 
by campaign. Doing so requires a lot 
of units committed in rough, woody ter- 
rain, and will, if too much effort is 
involved, lead to the failure on the main 
drive. 

So, if you're a German frustrated 
by terrain, bottlenecks, and U.S. dog- 
gedness, try this non- sure-fire plan. 



Don't Help the 

Poor Americans' 

by Bill Whitaker 

I have found by reading Marc Nichol- 
son's article in the July, 1965 issue of 
the General and by talking to some 
friends that if one begins by playing the 
Basic Game of "Bulge" he loses all 
sense of proportion and sinks to the 
depths of despair where he wallows in 
self-pity until some joker comes along 
with M play-balance" to bail him out. 
However, should one take the bull by 
the horns and start immediately with 
the Tournament version, his vision and 
insight remain unimpaired and he can 
continue to play the game until experi- 
ence turns the tide for the U.S. player. 

To Marc Nicholson I offer my con- 
gratulations for sticking his neck out, 
and my sympathy if S/Sgt. Zocchi gets 
hold of it, which he most certainly will. 
Below is an attempt to soften the blow, 

I shall begin my plea for the Ameri- 
can by recounting a "Bulge 11 game be- 
tween two reasonably competent war- 
gamcrs who shall remain nameless. 
Both had played with each other several 
times and each was confident of final 
victory. Neither had a reputation for 
telekinetic control of the dice. 

Sixth Panzer Army (S. S. ) 
ISS/Peiper (Pi) SS~-b 
1SS/4 (Ps) same 

1SS/2 (Pz-Gdr) same 

9SS/18(Pz| SS-7 

9SS/19 (Pz) same 

9SS/10 (Fz-Gdr) same 



18/35 (Volks) 
18/36 (Volks) 

26/51 (Volks) 



ss-a 

same 



16/51 (Volks) UU-9 

62/2 3 (Volks) same 

62/24 (Volks) same 

140/679 (Volks) UU-10 

340/680 (Volks) same 

560/915 (Volks) UU-11 

560/916 (Volk.s) UU- 1 j 

Fifth Panzer Army 



Lfc-hr/1 (Pz.) 


OQ-28 


Lehr/2 (Pa) 


same 


l.ehr/1 (Pz-Gdr) 


OG-26 


2/7 (Pz) 


OG-25 


2/8 (Pz) 


qo- n 


2/17 (Pz-Gdr) 


SS-15 


1 16/ i 1 (Pz) 


00-25 


1 16 3 j a (pi) 


same 


1 In/ 4 06 (P/. -Gdr) 


SS - 1 5 


150 (Pz) 


same 


5/13 (Fl) 


OO- 22 


3/ 14 (FD 


00-26 


3/15 (Fl) 


Sdlll l.' 


12/Zi (Volks) 


UU-14 


12/24 (Volks) 


same 


277/55J (Volks) 


00-24 


277/554 (Volks) 


same 


7')/ 151 (Volks) 


PP- 1'J 


79/154 (Volks) 


same 


326/561 (Volks) 


PP-27 


326/562 (Volks) 


same 


Seventh Army 





5/7 (Fl) RR-28 

5/8 (Fl) same 

5/9 (Fl) same 

167A1 M (Volks) VV- 311 

167/334 (Volks) same 

276/551 (Volks) UU- 30 

276/552 (Volks) sa me 

552/703 (Volks) TT-30 

352/704 (Volks) SMf 



Once this is set up one can readily 
See that the German player is slightly 
unorthodox in his ways. His luck with 
the die was average, but all of his major 
goals were accomplished. It remained 
for the American to hold tenaciously 
until help arrived. His attempt did not 
even have the distinction of failing 
miserably, but was merely mediocre. 
He did, however, succeed in building 
up a fortified line short of the Meuse 
which the German had Lo punch his way 
through. This forced him to strip away 
some of the units guarding his line of 
supply (which he did not need at that 
time because he still was on interior 



lines, hill which he needed desperately 
later). 

Eventually, the German drove across 
the Meuse in three columns. The main 
lolumn was down the center and con- 
sisted of three panzer divisions and 
th ree volks grenadier divisions. Another 
twisted south and, outflanking U.S. units, 
sealed off Sedan and struck northacross 
the Meuse. It consisted of three volks- 
grenadier divisions and one parachute 
division. The third column was in the 
north and consisted solely of armor. 
It was this that the American sniped at 
for the rest of the game, using a single 
armored division and a single infantry 
division to tear into momentarily isolat- 
ed regiments and then withdrawing 
across the river. It is this that is the 
American's great resource, what S/Sgt. 
/.ocelli would call his "hidden power. " 
]n order to win he must make the most 
ol what little he has. 

By this time the German was stretch- 
ed thin all along the "bulge" he had 
created. The American's 22: A. M. 
reiufor cements crushed Ihe lew volks- 
grrnadicr regiments guarding the roads 
to Diekirch and Martelange and pushed 
northward, cutting the Nazi supply lines. 
By the time the German had moved 
enough panzer units bark east to try to 
guard his other supply lines and take 
BasTngne, the U. S. 2 3; A. M. reinforce- 
ments had pushed in at squares BB arid 
HH and had completed the job of cutting 
th'> German's supply lines. 

Now the German was in trouble. He 
struck eastward with three panzer divi- 
sions, hoping to open one supply line 
and hold it open for the four turns nec- 
essary to give him victory, He suc- 
ceeded, vising his 2 5: A.M. reinforce- 
ments (which had come in un the road 
at VV-17 and moved toward Giervaux) 
and his 26: A.M. reinforcements plus 
the three panzer divisions, but the 
American slipped around and cut the 
supply lines farther west. With his 
reduced movement rale, the German 
was unable, in Ihe tare oi U.S. air 
power, to react quickly enough to the 
moves of fast American troops and he 
surrendered his Sword at the end of 
his 29: A. M. turn. 

Thus, you can see that by tenacious 
resistance until late in the game when 
the German lias crossed Lhe Meuse, 
the U.S. player ran, by counter-attack- 
ing at the sides of the board (instead of 
dissapating his forces trying to cut 
down the number of Germans across 
the Meuse, which is a futile gesture), 
cut the German supply lines in time to 
save the election for the Democrats, 
so to speak. . , 

W. H. Whitaker III, 26 
Yarmouth Lane, Media, Pa, 
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Quandry at Quatre Bras 



-bv Bei 



rd W. B 



opp 



There have been several articles 
published in The General on defensive 
strategics for Waterloo, Of these, 1 
consider Stan Wolcott's "Watcrloo-A 
Defensive Strategy" (July issue) to he 
the best, but it still does not detail a 
concrete strategy for the PAA player. 
The PAA player should expect the 
French attack in three areas: Tilly, 
Nivelles, and Quatre Bras, Toward 
this end, the PAA forces should be di- 
vided into three groups. 

Tilly Defense 
The Tilly defensive pruup should 
L'unsisil of four 6-4 units, one 4-4 unit, 
three 1-6 units, and two Z-6 units. Put 
the b-4's on the Tilly square and the 
square directly east of it. The PAA 
commander must bear in mind that this 
command is basically independent, acid 
can be reinforced only with ^real diffi- 
culty. (An infantry unit at Quatre Bras, 
taking the northern route to Tilly, would 
require at least five turns to reach its 
destination.) The force is so consti- 
tuted that it can do one of three things: 

A. If there is a strong French ad- 
vance down the Thil-Dyle River corri- 
dor, the units can gradually fall back, 
using their cavalry for delaying pur- 
poses. 

B. If the advance is of medium 
strength, the units may counter -attack, 
then fall back and delay the weakened 
French column. 

C. If the attack is light or there is 
no attack, the units can be used to rein- 
force Quatre Bras, and possibly to at- 
tack the French units al Quatre Bras 
from the rear, 

Ouatre Bras Defense 



The Quatre Bras defensive group is 
subdivided into two separate commands: 

A. Hill defense: one 6-4 unit, one 
7-1 unit, and one 8-4 unit. The posi- 
tions (using the coordinates given in the 
May '65 General) are 7-4:AA-25, 6-4: 
AA-26, 8-4-AA-Z7, This placement 
precludes the French from getting ^-1 
odds against the hill position. 

R. Southeast road defense: four 6-4 
units, two 4-4 units, three 1-6 units, 
one 2-6 unit, and one 2-4 unit. These 
units guard the Quatre Bras road junc- 
tion itself. I generally position the heavy 
infantry in stacks of two on squares Y 
and Z-ZJ. This group of units must 
counter-attack, since it is possible to 
retreat only two squares without open- 
ing up the hill position to rear attack. 
If necessary, reinforce with the 6-4 
from the hill. If the attack on this posi- 
tion is not heavy, thennilscan be quick- 
ly transferred to Nivelles or other criti- 
cal areas. 



Nivelles Defense 
The strategy of the Nivelles group 
is basically this: delay till Anglo-Allied 
reinforcements arrive, then counter- 
attack. Generally the French use the 
first and second corps in the Nivelles 
attack. The French IIC cavalry can be 
al the Nivelles area by 1 1 AM. The 
main body of infantry in IC and IIC will 
have arrived by 3 PM. However, it is 
possible to delay these units at least 
two, arid possibly three or more turns 
by the adroit use of PAA cavalry and 
small artillery units, as described in 



Stan Wolcott's article. By then, enough 
Anglo*- Allied reinforcements will have 
arrived to let you form a defensive line 
three squares or so in front of Nivelles. 
Again, counter-attack is imperative. 
If possible, attack the French cavalry, 
since loss of these units will leave the 
French without "sacrifice" troops, and 
he will be forced lu use larger units at 
unfavorable odds. 

I have rejected Marc Nicholson's de- 
fensive plan because I feel it is wildly 
optimistic. Assuming the French I and 
IIC are dispatched to Nivelles, and IIIC 



CONTEST N0.9 



In this month's contest we have a 
multiple battle situatiun from the tourn- 
ament game of the Battle of the Bulge. 
The German forces (the lighter units) 
are attacking the U.S. Forces *in and 
around Bastogne. The German player's 
objective is to attack in such a way as 
to have the greatest chance of eliminat- 
ing the most U.S. units on this Turn 
regardless of its own losses. In other 
words, the strategical premise for this 
month's contest is that you are to fight 
the battles so as to have the highest 
probability of gain regardless of losses. 

Now refer to the Operations Sheet. 
As you can see the number of each U.S. 
unit in the battle is listed under the De- 
fenders Column. Under the Attackers 
Column you are to write in the designa- 
tion number ol the German unit that is 
attacking. If one German unit attacks 
more than one U. S. unit, then the num- 
ber of the German unit is to be written 
next to each of them. See the hypo- 
thetical example: 



defend™ 


ATTACKER 


ORDER OF 
FIGHTING 
RATTLES 


501 


7, 9,/7 


J 


5G2 


% MY 


2 



HOW TO WIN 

Ten (10) winners will be named. 
Winning entries will be those where 
attacks have the greatest probability of 
success regardless of losses as deter- 
mined by The Avalon Hill Company. In 
case Of ties, earliest postmark entries 
will decide. Winners will be awarded 
a free Avalon Hill game of their choice. 

HOW TO ENTER 

This contest is free to all subscrib- 
ers. Simply fill in the Operations Sheet 
and mail to; The Avalon Hill Company, 
2 10 W. 28th Street, Baltimore, Mary- 
land 2121 1. 

Entries must be postmarked no later 
than Sunday, October ID, 19&5. Print 



your name and address clearly and 
make sure you list the game you wish 
as a winning prize ^ Those who do not 
wish to mutilate th-eir magazine may 
send a copy or photostat (naturally, 
only one to a subscriber allowed). 




Operations Sheet 



DEFENDER 


ATTACKER 


ORDER OF 
FIGHTING 

BATTLES 


501 






502 






506 






CCR 






327G 
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is in front of the Quatre Bras hill to 
prevent a withdrawal nf PAA units, the 
French still enjoy a 23 factor superiori- 
ty over the Prussians. This superiority 
would very likely prove fatal for the 
PAA. 

I can't guarantee a winfor you if you 
use my plan, but if you can survive till 



the Prussian IVC comes on. it's all 
downhill from there. For you Napoleon 
fans, I hope to write an article on how 
you can counter the above sfrategy (if 
it's possible). I'd appreciate your com- 
ments, criticisms, and/or laurel 
wreaths. Bernard W. Bopp, 2117 
Bogart Ave., New Yurk, N. Y. 1046Z. 



Waterloo enthusiast, Harold Rabino- 
wit?., informs us of plans for a re-enact- 
ment of the battle of Richmundtown of 
Revolutionary fame. Scheduled for the 
Spring of 1966, Honorary Major Rabino- 
witz states that the 17th Regiment of 
Light Dragoons are forming now and 
suggests that interested persons write 
to him at 215 Hart Blvd. , Staten Island, 
New York. 

Subscribers Drive Wild 
Race in Contest #8 

Every "driver" spun Out in the Le 
Mans racing contest of last month. Not 
one contestant crossed the finish line. 
But we did not revoke any driver's 
licenses' because the poor-driving re- 
sulted from a rather poor day with the 
"dice. " As a matter of fact, 5 stocks 
out of the 10 provided all ended up with 
a sales-in-hundreds digit of "6" which 
was a "spin-out" number. Were the 
law of averages working correctly, 
there should have been 6 "safely cor- 
nered" results out of 10, However, 
only 4 such results came up thus it was 
impossible for any contestant to finish 
the race. Therefore, the contestants 
whodrove the furtherest in the race be- 
fore eventually spinning out were de- 
clared the winners. Only Floyd Car- 
rington, whose entry just got in under 
the deadline, got as far as the fifth 
corner before spinning out. The re- 
maining winners, shown below, got 
through 3 consecutive corners. 

1. Floyd Carrington, Widener Lane, 
Southampton, N.Y. 

1. Ed Birsan, 48-20 39 Street, L. I. 
City, N. Y. 

i. William Barilka, 1509 St. Charles, 
Lakewoad, Ohio. 

4. Terry Sweet, 447 Broadway, 
Bangor, Pa. 

5. Lawrence Kuenning, 15261 Pine 
Lane, Lombard, Illinois. 

6. Bruce Klem, 2463 So. 80 hst., 
West Allis, Wisconsin. 

7. Bob Ji Steve Reusclein, 2225 
Keyes Ave. . Madison, Wise. 

8. Bob Jameli, 516 East Diamond 
Ave., Ha /.It-ton, Pa. 

9. Niels Holtet, 8516 N. Greenwood 
Ave., Niles, Illinois. 

10. Mike Haney, 7411 Ash, Raytown, 
Missouri. 



Wargamers Newsletter 
From England 

If you like the "General", you'll 
love Donald Featherstown's "Wargam- 
er's Newsletter". This British publica- 
tion goes considerably deeper into the 
art of wargaming than does this maga- 
zine. Because wargaming has always 
been of great interest overseas, quite 
a large group of Avalon Hill aficionado's 
have been cultivated by the Wargamer's 
Newsletter in this overseas market. 

For full info, write: Mr. Donald 
Feather stone, 69 Hill Lane, Southamp- 
ton, Hants, Great Britain. 



Discount Offer 



The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, I each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill game. 

Here's how it works 

Each coupon is worth 25£. But one 
coupon alone does not entitle you to a 
25y credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, then you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1 . 00 less than the usual retail value 
of the game. 

Coupons arc valid only when order- 
ing games by mail directly from The 
Avalon Hill Company, Coupons can not 
be redeemed at any retail outlet. 
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25/ 25/ 

SAVE THIS COUPON 

GOOD ONLY WHEN APPLIED 
TOWARD THE PURCHASE OF 
AVALON HILL GAMES 
SEPTEMBER l,-i;5 
''I I I I I I I I I I I I I 
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Hints to All 

Junior Bluchers 

by Richard A. Shagrin 

Most of ynu haven't read the Water- 
loo rules closely enough. Almost 
everyone I play, I find is calmly re- 
signed to counter-attacking Desnouettes 
and Dire and II corps horse artillery 
in order to keep the hill in front of 
Quatre Bras unoccupied by French 
units. A 1-1-6 Prussian cavalry unit 
at FF35 or even EE35 will make it im- 
possible for those pesky cavalry units 
to get on BB ) 1 and 32 from whence they 
must be expelled with a certain amount 
of unnecessary danger to the P-A-A 
units involved. I have yet to see the 
definitive Prussian initial set up--the 
one I use varies every time and is no 
better than fair- -but the major princi- 
ples to keep in mind include-- Don't get 
too far from Quatre Bras- -It could be 
very embarrassing if the French race 
you to that Road Junction~-and win! 
Don't let French units control the road 
- -if they do it's a lot harder to get back 
to Quatre Bras. I suggest that the Prus- 
sians start out at row DD ur further 
south~-if you have a continuous line the 
French can't possibly block the road 
with their zone ofcontrol until you have 
a chance to withdraw to form a line 
along 3 5 or 36 and stop up that funnel 
between Bohrs de MeLn and the forest 
Southeast of Quatre Bras. Of course 
you don't really want to withdraw--you 
hope that the French player is going to 
let a corps or two be surrounded and 
eliminated. But if he is strong east of 
Quatre Bras then he will be more than 
a match for you thcre--so use yoi.tr 
interior lines to defeat II corps in front 
of the hill! If the Frogs have Quatre 
Bras by 5pm June 16 you have done a 
poor job. One more point- -hang on to 
your caval ry --it's better Lo lose 20 
points uf infantry and foot artill cry than 
15 points of cavalry--you have to have 
it for soaking off, building your groups 
of two six pointers to 1 5 points, and to 
delay if he sends force down the secon- 
dary road to Wavre, Speaking of soak- 
ing off- -keep a one pointer on 7,3 1, the 
forest square ready to be moved onto 
AA3 1 to soak off. I can't think of any 
other tricks I've found useful right now 
but I hope this will motivate someone 
into disclosing their pet ideas, too... 
Richard A. Shagrin, U. of Washington, 
Seattle. 



Operation Robert - D-Day 

Bi'low is an opi-mug set-up for th*< 
GprmaiiH in I)- Day, NarnecJ "Operation, 
Robert" filter its rrrafcr, Robert 
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Stephenson, 1!9 Juniper Road, Belmont, 
Mass., it is quite enntrartirtnry to the 
plans of the majority of players who 
suggest that the Germans fall back to 
the fcigfried line. This plan is based 
on inflicting numerous casualties on the 
Allies before falling back. "I have yet 
to lose with this plan", states Mr. 
Stephenson whu admits that it takes a 
lot of strenuous labor and knowledge oi 
defensive skills to make it work suc- 
cessfully. Here, then, is the opening 
German defense: 

STATIC INFANTRY 
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Z43 


0-17 
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T-43 


348 


P-17 


265 


R-44 


48 


T-14 


343 


R-44 
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T-14 


712 


P-45 


l6lw. 
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P-45 


iSfi 


V-12 
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M-44 


326 


W-12 


17lw. 
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244 
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1-44 
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Y-l 1 


159 


A-37 


182 


BB-9 


242 


D-31 


338 


CC-8 


18 Iw. 


D-26 


148 


DD-7 


189 


C-23 


319 


DD-7 


157 


B-21 


719 


EE-6 


344 


G-21 


709 


FF-5 


71 1 


K- 16 


716 


FF-5 






49 


FF-5 
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ARMOUR 
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N-45 
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N-45 


11 


G-23 


277 


E-27 
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G-23 
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M-20 


116 


1-21 


271 


P-17 


Eehr 


K-18 


275 


Q-I8 


21 


L- 18 


77 


R- 16 
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T- 16 


153 


R- 16 


2ss 


T-16 


91 


BE-9 
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X-13 


84 
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Y-13 


85 


EE-6 
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JJ-13 
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DD-9 
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EE-23 
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PANZER GRENADIERS 
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Thoughts on Midway 

by Carl F. Knabe II 

In my opinion, the- Avalon Hill 
Company has hit a new high in enter- 
tainment and realism! MIDWAY is 
without a doubt one of the most carefully 
thought-through game to date. I am 
constantly impressed by its perfection 
as I play it. 

The Company has also hi t another high 
with this game: for tbe first time one 
can spend almost as much time setting 
up an AH game as playing it. This 



discouraging fact has forced me to a 
very practical measure. I have pur- 
chased several plastic fishing tackle 
boxes with the insides divided up into 
many small compartments; thus allowing 
each type of counter to be kept in its own 
box compartment which cuts down dras- 
tically the time required to set up 
MIDWAY. While I was at it, I bought 
a box of toothpicks, By using these on 
the battle board to show which group of 
squadrons each ship is firing at it is 
possible to keep track of even very 
large and complicated battle situations 
simply. One may tell at a glance which 
ships he has already planned the fire of 
and which ships he has left to fire with 
at the remaining attacking squadrons. 

Certain things about the game have 
become evident to me and I would value 
any comment on these thoughts. Al- 
though each tatical situation is unique in 
itself, general guide-lines appear to 
apply: 

1. When searching always call out 
solid blocks of areas. Of course, if you 
find what you were looking for, start 
calling another section. Even if you 
don't find him in this block, at lea3t you 
know where he isn't; and that can be 
very valuable knowledge itself. The 
American can always be certain of at 
least the general Japanese disposition 
by calling blocks at the beginning of the 
game. 

2. Avoid being found during the day 
and launch as crushing a blow as pos- 
sible at 1700 Hrs. Thus although the 
attack gives away your position you have 
two night turns to ready your planes 
and get lost again. In fact, this can be 
generalized to trying to be sure of 
launching your attack from an unknown 
position to avoid retalliation. 

3, When setting up and playing the 
battle board, I have found these general 
priorities to be useful: 

FIRST: a. Attempt to preserve your 
own carriers and sink your enemy's. 
Your carriers are the heart of your 
fleet. Besides being worth the most 
poinlwise, they also have a distressing 
habit of carrying too many of your planes 
down with them if they arc sunk. A sense 
of perspective should be maintained, 
however. If several of your carriers 
are traveling together and are attacked, 
don't be afraid to accept the automatic 
sinking of one to save, another. Accept- 
ing poor odds on all your carriers too 
often means the sinking of all your car- 
riers. 

SECOND: b. Attempt to cause your 
enemy maximum casualties when he at- 
tacks - especially in his torpedo squad- 
rons, his most flexible weapon. Even 
if a ship is going down for sure attempt 
to take as many of his planes as possible 
with it. A little analysis is useful here. 
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Below is a graph showing the total num- 
ber of planes that could be lost in each 
of the odds columns — 1/3, 1/2, 1/1, 
etc* : 
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It can be seen after examining the 
graph that 1/3 & 2/1 are the most de- 
sirable odds to have your enemy attack 
at from the standpoint of his losing 
planes. 

THIRD: c. Finally, attempt to pre- 
serve as many of your ships as pos- 
sible. This may seem self-evident, 
but the temptation is to put this step 
ahead of destroying the enemy's planes. 
The main point is: don't be afraid to 
sacrifice some of your ships to save 
others. It is better to have a smaller 
number of combat ready ships than a 
greater number mostly handicapped 
and disabled. 

The Japanese definitely have the ad- 
vantage in this game although the game 
is not as inevitable as, say AFRIKA 
KORPS under the old rules; the Amer- 
icans with a little luck have an excellent 
chance to win. The most successful 
winning tactic to date has been the for- 
mation the second day of a cruiser 
screen two columns wide and streching 
from 1 to 7 up and down the board with 
one heavily protected Japanese advance 
force of two or so heavy carriers and 
battleships and a rear force of the re- 
maining carriers behind the screen. 
This tactic takes some maneuvering by 
the Japanese to keep from being eaten 
up piecemeal, but done right it can farce 
the American back into successively 
smaller area of the board. 

Comments ? 



Perfect Russian Placement 

"I think I have found the perfect Rus- 
sian initial placement", says Scott 
Geller, 7740 Sumrnerdale Avenue, 
Philadelphia. While we consider this 
a rather biased opinion our test panel 
thought it deserving of publication. 
There are some "loopholes" so we sug- 
gest some ofyDu above-average players 
to give a challenge to the author. 

Here is his starting placement: 



Russian Order of Battle 
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Infantry 
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ee-15 
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r-18 
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u-20 
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dd-15 
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cc-15 
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y- 19 


4 


ii-15 
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35 
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16 
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6-18 
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42 


t-ZD 
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x-19 



17 

64 

37 
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14 



Cavalry 
2 
6 
4 
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21 


;- 


31 
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-15 


hi 


- 14 


j- 


31 


i,i 


-15 


aa 


-15- 


V- 

j] 


19 

- 15 


w- 


19 


r- 


35 


s - 


19 


ff- 


19 



Operation Forcepts 

- Tactics II 

by Terry Griner 

This operation for the RED army is 
used in conjunction with the Replace- 
ment rule. Its main goal is to control 
as much Blue terrain as possible with 
the opening move. Cities, of course, 
are the main objectives. First, land 
the 2nd PARA at 41-43 and move it to 
39-43. Start the 3rd ARM, Division in 
28-22 and move it along the road, to 
40-41. Move the 4th ARM. through the 
port at 43-16 to sea and laud it at 41- 
43. Drop the 1st PARA, in 22-38, thus 
capturing Blue Capital and then move it 
by land to 24-35. Move the first Mount 
Dlv, through City 13-16 to sea and land 
it in the Blue Capital and move it to 23- 
37 where it can maintain control of 
Blue Cap. Put the 5th ARM. to sea 
through the Red Cap. , land it in the 
Blue Cap. and move it to 25-34. Do 
the same with the 25th INF. and move 
it to 25-3 3. 

Move 1st Arm. to sea through port 
12-16 and land it at 2-2H. Then move 
it to 4-3 2. Move the 2nd INF. to sea 
and land at 2-26, then moving to 4-31, 
Land the 2nd PARA at 41-43 and move 
to 39-43. 

Next, move IV H, C. , 17ih INF., 
and 19th INF. , out along the road to 
42-Z2, 42-23, and 42-24 respectively. 
Leave the 16th INF. to hold down City 
43-16 by moving it to that square and 
move the remaining two IV Corps divi- 
sions to Northeast along the road to 
32-23 and 33-23. Move the 12th INF. 
to 31-34 and deploy the remaining four 
infantry divisions of the III Corps in 
28-31, 27-31, 30-31, and 31-31. Move 
III Corps H. Q. to 25-31. 

Move the 1st INF. to 3-28 rind the I 
Corps H. Q. to 7-16. Put remaining I 
Corps divisions (except the Znd which 
has already been moved) in squares 8- 
14, 8-15, and 11-17. From these posi- 
tions, these troops can be sent to any 
controlled city by way of sea on the 
second turn. 

Move II Corps H. Q. to 19-30 and the 



2nd ARM. to 15-30. Place the II Corps 
Infantry divisions in 10-32, lb-30, 17- 
30, 21-30, and 23-30. 

Place the 6th ARM in 36-12 by mov- 
ing it to sea through Red Cap. and land- 
ing it in City 43-43, then moving it by 
land to that position. Spread uut the 
21st through 24th InfanLry Divisions in 
16-6, 13-15, 15-7, and 26-9. These 
units, too will be ready to go where 
most needed on the second move. 

Finish up by placing the remaining 
special units and H. Q. s as follows: 
1st A,G. H. Q. in 3-7; 1st Army H. Q. 
in 18-27; 1st AMPH, in 18-29; 2nd 
Army H. Q. in 27-29; 2nd Mountain Div. 
in 31-32; and 2nd AMPH. in 16-7. 

Care in the initial placement of the 
units and in the use of road movement 
will allow all units to reach the posi- 
tions indicated. 

This plan accomplishes two very 
important objectives. (1) The main 
defense line of the river which runs 
along vertical 26 has been completely 
crossed, and ran now be used as a last 
minute defense line for Red if things go 
wrong. (2) Three Blue cities are now 
in Red hands including Che Blue Capital. 
If Red gets lucky, the troops can hold 
on in all three and Blue will only get 
two units at replacement time while 
Red will get its full quota of 7, Blue 
will not even be able to re-create an 
armored division unless the blue army 
can re-capture Blue Cap! 

The odds are, however, that Blue 
will re-take Blue Gap. but Red c.^in 
surely hold on to City 27-29 and with 
anything but the very worst luck, Red 
should be able to keep control of City 
43-43. Even with bad luck, Red should 
at least be able to keep the city Ln dis- 
puted control, thus depriving Blue of a 
replacement for that city. 

The rest of the game is simply a 
process of gradually wearing down the 
blue army with repeated attacks. Even 
if Red loses one inore unit than Blue 
each turn, his vastly superior replace- 
ment rate will win for him. 

I believe that the best part about this 
operation is that win, or lose, the game 
will be exciting and fast moving with lit- 
tle chance of both sides settling down 
un either side of the central rive rline and 
waging a war of attrition. If you use 
this plan, I can promise you a fast mov- 
ing, action-packed game if not a sure 
win. 

I would appreciate any comments or 
criticisms on this operation, Terry 
Griner, Route One, Greenacres, Wash. 

Probability for U-Boat 

by Jared Johnson 

U-Boat is the one Avalon Hill S dme 
in which luck plays a predominant part. 
However, the skill comes in being able 



to increase the odds in your favor. 
U-Boat, like most oilier Avalon Hill 
games, is a mathematical game. A 
successful player must know some of 
the fundamental laws of probability. 
To the U-Boat player I offerone very 
important piece of advice: Never fire 
all of your torpedoes to the same square. 
In fact it is a good Ldea to not fire more 
than one torpedo to any one square. The 
reason for this is a very simple lesson 
in probability. From here on I will as- 
sume that when the U-Boat fires tor- 
pedoes that the destroyer is within range, 
and that he will move mora than one 
square. (If the destroyer moves only 
one square and stops, there is nothing 
the U-Boat player can do about it. He 
must still increase his probability as 
much as possible in the case that the 
destroyer does rnuve more than one 
square.) Suppose the U-Boat player is 
going to fire the maximum number of 
torpedoes -four. He plans to divide them 
up among the three squares that the de- 
stroyer can reach on his second move. 
The best way to do this is to fire two 
torpedoes to square A, one torpedo to 
square B, and one torpedo to square C. 
Notice that if the destroyer moves into 
square A, that there is a 50% chance 
that the second torpedo will be complete- 
ly useless. (He may be sunk by the first 
torpedo.) This is the reason for not 
firing mure than one torpedo to the same 
square. Each succeeding torpedo has a 
rapidly diminishing chance of scoring 
a hit. The second torpedo has a chance 
of 1/2 x 1/2= 1/4 or 25%. Th* 'third 
torpedo* has a chance of 1/2 x 1/4= 1/8 
or 12. 5%. 

Let us analyze the abovn situation. 
If the destroyer moves into square A he 
has a 75% chance of being sunk, and a 
fifty percent chance in each of squares 
B and C. (75% + 50% + 50%) + 3 = a 
58. 3% probability of getting sunk. I 
divided by the number of squares the 
destroyer could reach on his second 
move (three) to determine the average 
probability. 

Now suppose the U-Boat fires all 
four torpedoes to square A, His chances 
of sinking the destroyer are (93. 75% + 
0% + 0%) +3 = 31. 25%. This .s barely 
hall the chance. 

There are two more combinations 
when firing four torpedoes. If the 
U-Boat fires two to square A, two to 
square B, and none to square C, Ins 
probability of sinking the destroyer is 
50%. If lie fires three to square A, one 
to square B, and none to square C, his 
probability is 45. 8%. Remember, I am 
assuming that the destroye r move s more 
Chan one square. 

The following is a chart containing 
all of the combinations for firing tor- 
pedoes to the three squares thedestroy- 

(Continued on Page(2) 
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OPPONENTS WANTED 

FSU atudent n**d« opponent in moat 
any AH war gam*. W* ">"•* fl*"«aU 
not in the c-eat state of Florida. I will 
play f'BW game* U ntc*««irv. Con- 
tact- William H. Creamer, 120 Weil 

Virctnla. Ta.ller,a*aee, Florid*, 

A challenge tnail R-.dil Play "Lucky 
Mike" Cokohd in GeHvBburg. To.li 
intrepid Yankee leap* flV*T Ptck*t( 
rencei In # aingir bomril! Member, War 
HAWKS* WtitW *? 1 * North EOkart, 
Whi-efish flay, Wl. aco.inim 
Attention: AJ.1AH pU/*Ti In t cm- Atlanta. 

G-ergia iru. Anyone interested in 
foffninj, a club or pUylng any AH (imt 
in person, pi**** contact me. lam IT 
and grata 19 AH ^ernea. fared IChnlOin. 
Ih-U RscheUe Drive, Chamblee. □»,. 
10005. Chambieo LI * N.E. auburb of 
Atlanta, No phone, yei. 
Aehrung Kamtf4>Jai i Wehrmaciwfuali- 
ningBeteb Qtr D>-™t( L hL*.i'id ^hallengea 
Allied playere lo D-Day, Bulge. AK 
and Stalingrad. Continuinl ta tradition 
of at Diutch Qffiiier Korp*, ««■ ha»* 
complied * brilliant 41741 record. 
WFS'f <-(.. ton* Woyanaky. 4iQ5 E JBb 

St. ■ cicvfr- . uhio 4*i3g. 

Any Muntuurriciy who think* he can 
withsU I.-.-! the Onslaught of Africa Kurp« 
«1im,lJiI lOcitact Ed Turner »i ^7ii Van 
Dyke Aw*., rUlel B h h N.C fur a. PPlM 

r.,:r I a lL'I ...!:..; play tyc tfl Vf In > 

f*n:i of Bulge. Art ty »1jii r fc, Tactice, 
D-Day. or Affika Kurp*. Phone aii- 

11 134. 

Attention Weitern DtHiCCMflu arlee 
and d» r r-nd yunraelkea The Fuhrtri 
irmiat are un the march. The IfiS 
Pan tec Korpt li ready 10 de-frM Fee- 
tune. Euiopa in D-Day and i« .mnihilalcr 
the First »nd Third Annrictn Armlfi 

in llie Bulge-, fjiiipprnfuhfer Htcflan VHtl 
Lackmihti Gruppenfaubrar IS5 Paneer 
Kuips, L 1 07 Print* ton Ave,. Billing*. 

hwrnnm. 

We th* r^cmben Ol th^Avalon Kill Club 
of MM.B wij.li t.j challenge another club 
in tttliSf II fry mail. ChaUtngsr* mini 
he able Lq meet "..-'i 1 - : t« pian mOVct. 
Also Individual opponent !«■ W*iri-Joa, 
Stalingrad, D-Day. and Airika KOrpa. 
Write: 195 1 W/E IfiT Dtlw. Nortb 

Miami Beach. Florida Mtfai 

To: aril*; Hwnty 

Subject; Afldlhnr M«*t b*!wepr our 

1 cho.llBiijt* youi- club tJ5 eilher * Ihri-r 
'.-:.'i4' tuutiicy u; aac bActic with 4- aufl, 
One ild* thall pjclt the pmr, tl)« ath*r 
llir aide- Tony Iftn**cu.i Chief of i.Wi. 

Wurlil Cnngnrnl. jfrf 

|i v--. -t.ir.k you h.i-. ^ii invincible itn». 
• i*n drlcnar at REaJjfjg rkfl why- nOf ln^ 
An iiHEfrfltTinS Jem?n from: Wilti^m J. 
M. GiLhsrl^iPinoST&ok^rJvr, Lirch- 

mem, rtty Tork \QS^6 

■Sutnmt-'j gone, Ind tht walls KfS*- 
jjlnniiiH to clo*e in *g*in Tha*e 1 1 nil 

time to draw it^aptoaarcfi , but counter! 
annlkcT rhetla are biLII arfrU*bl«. $ Ifi 
at II hew HhtrtB -ifr^l-OO. Tor infor. 

.„■.::.;.. fo C-i, Ralph FVlIu*., Trr- 
mant Street. Duabury. Mat*. VZitl, 
The Conleder^tdm uf tlir W^«i ia goinfl 
to field fcjecliona, V1C( ■ CfllT-t roller, Z 
Deputy OintniHsT a, b AJmiuiitrttOf I 
;lI.-.i, TTilny Military C.O.'S neeoerl 
Only WdttrutTi, rlowKvcr. aiJ eligible 
!0r Chr inttrfiatlonal rji.b li-^iiEiip in.nl- 
,irv Cluba lh4Uld check intc ;l-... 
Tom H^liin cr r 14?° r*b.ilU, Hurlir.. 

ftiuiLinii Uniic niiJer ti.cplur^i** ba.npt.-E 
nl Spectre, Here Iff it ajE^ajn ApfWtn7B$t|r 
ftr anyone in til* yuw-ftan* irBl L& 

h.: If. forgv a in uml F jiii Fmplrc. 

l»jr-,i:ir write Hichiia j, paracka. c/o 
Join. £. Eeglity, R H. ■ I Main -Srreel, 
HepltitnaT. W.T. ni*0. 



OPPONENTS WANTED 
D*»p^r*T» WBlltn(toa daiiral b-ittlr ei 
nenenr* in Wartrloo no matter haw 
dittaatetul Ihf rtlulta, AI*b aayana la 
tht HyaciavlliHi Md. ir<M *hs> wlabafe 
tc- game llv* call SP, *-*Z41. hnb'm 
wHlr: Donald T ratty, 3904 7 1 Ave,, 
La.Adovc_p Mill*, Maryla nd. 



Spectre Call* ~ SG55S Mcmtitf* tor 
thr ] carpi afOklahorcia branch ofSper- 
trt. Must live in Ucnltal pan of 3»te, 
it ininrnte.il contact Steve Tinalty, 13Q^ 
e,W, bl Tetrac*, OklabomaClty, Okls- 

hoi>UL?3J^. 



OcOrglan": Tn*r* iri only two m*in 
cluba in Georgia: We-rld Coh^kies! irnT 

and cheap cluba. Some d^y iLi-re'll b« 
only On*. Only one, Time ttanda in 
OUT wiy All KBihpTii liuyB ian bflp ua 
by joining- que cluba. Writ* Siapben 
Vninrhr. Hoi 70 r j. C^dfl. l tow/i , GcurfU, 
G.S.A, 



OrFgLHrlajiB atiae - lend your name, ex- 

p»Ti*jif«, jjjrr.ei o'-vn-c 1 or Ji«»i!-blr, tu 
W, Gerald While, 40H4 B,t, Plna St. T 
Portland^ Oregnn 91214 Puipi.i(f Tu 
Dr c anlr.e ana Erevan! ififuirjuion by 

SpectT* .ntniPifNorlh-wrBt. Muiti- pla ye r 
garnaaat* palflg arranged with the Ea at - 
Other b<ncfit# available. Unite Ora- 
atmlaBa. 



Wanted Oj-pc-iitot to playhT-mall or 
live Afrlka Kvrpe (Sritlah), StaHograd 
(German*. D-D*y (AUtcdJ, Battle ot The 

[.,■.;.:.;■....-.-,..,. i. Tactic* TI ftltherj. 
Anyone interfiled wflle h Jne M4II. P. 
0. Bdi Z4A. Qaaton. Vl. 22121 CK 
phone 18*1414, 



Wanted- One player dead ct alive - 
pf«f erably alive lo play * g»*mr uf Mid- 
way, Nitutticja, or vei-dici II in deadly 
combat. But 1 muW warn: yuu, your 
cauat 1« hopeieaa. P" you »T* wllljiig 
fo lry r rnnUrt H*r«ln Jtanan. H02 Axl- 
tngton Terrace, Hampton, Va, (Only 

fa fP baj*g *fc ^_^ 

Any No nil" Dakota or MinneantA AH fan 
dcaieing a g«ad ■-■-■" Ls playid fame ot 
Stalingrad. D-IVy a, T.ctltr* IT in p*ri- 
ar>n ct by iriail, plaaia -.om >•:'. me, 
Chria Hoyt. by telephone SVl-16^9. ft 
by fnall li9A Randolph Avf., CS**A? 
Fo rli tAFB, North UatoU _58£0J1_. 



W^iilpJ- Play^iiy. U4 i I nppnin-n[j for 

5to.lmj(rid. Waterloo, Bulge, AfrLlia. 
Kurp*. Tactic* ;i. m D-Day iuri K . I. 
I w|Ji t&ka Oaemana, French, Ct'nuni, 
either, either, either. In my a rca will 
accept liv* ij»mr" ••! Ittj ahui/t4 fletEya- 
burg "56. CbShc^llnravillr, Midva.y and 
iJi'i'fiHri'* I « ■ i i-|.ji all cliallecget . 
Write Jzti Pulit, J5aS HiffHC* A",, 
B^Mwin, New Tort 1 15 ID. 



rjew YopVpT" arii», we are hvlng rar. 
ruiintli-il Ly IppctTt AH ready t fury are 
in Mlast. and Penn. Jvttt m iTicur dTt*^ 
4a keep them nut Of Hit greateai. etatt 
ift the Union. Join Hit "Cuinl nuya" 
Army wrile to: tdi tsiraan, 4B-20 tt 
St.. u^na 1-Ut.h city, nt- iim i. 

Thv QWAMli of ihe Rana-Sparita, or 
out laying areas in Nevada, mull or 
jE*nfi« And defend Nevada'* name from 
:''>rugr,-j:ji HJto Jack Greene. Lall ll 
y^u b#vB Jnjr AH g-'nc r yaaj fn*y find 
aomeonr you c»n beat. Call either Paul 
J FLLrxrtic-rry, Jr. at J-2 1- - 7&c--?. Nefcl 
[-,.?:■■•■■■:» at i :: ■■ ™ .. ."..:, or Fi-ad Howard 
at lZfl-1139. 



ntttysburf tifttnhasn dcair-ca Eflinpe- 

lition with *n imrlrratandiEi K veteran 
iiKinnt-T COnf*d#r»t*) U-* anfjrhey grt«n 
hum with some Play- By-Mail eapcj-L- 
en^e. Haws wan. 105% of gamej wrth my 
wtl* (but lhata no gre&t ACCvmpllB^ 
mefit, -so donM let that rtfiitiKti!" y*«i J- 

;r-..r ■. I- ..-■= tor G, .'/J- ,i (_■.., ^ ■.-«:■ Michl- 
gnn Avfnur, Si. Lou-la t Mo . t_3 1 1 1 - 
New Suhacribar iCtlhai » mah* ef?H- 
tact --! i i h elfcera in HKe iLtuatLaa. N. 
Farreit, lh24 fJokamii, Dtillfl*. T»*a - 

752JI4, 

EA [ .cirir.,..cd [l 5 »«itF(" fff-lii qitaKfiritl 

DcGcTt KaidnJt ■JJnii thinka he can hold 
TohiLich. Contact W. 11. Whitafcer. H 
VarpriQLitliUrUp Madia, Pa. ICjtHil. 
1 challenge any German mndm&i in a 
iimr of T'-D-i.' I dlsn iiljy Miik,.. 1 
[if ynu Have a PBM oyalem } and Getiya- 
burg '-■•"■ B'gi'tllHI i'i.j-.i.-.i- -. !.i: .i|..-,,, :ri 
move t«- Charles Well** 7Sl£ Belmont 

Ave., B-tlHmurr. Md. UI Z4 

WIN, INC, [40 milat from Parla, 

Frm:i f) nri-iJa Li;r i'ji tiir [ f i'c [ 0\jl LTitcr- 

QitiHnal Hf Club dealing with primarily 
with intrfmember and interciub aime-a, 
War [ht^cimL PBM reccrd 1- Vvpl wilh 
top-wluncrO becoming member t of 6ut 

elite g^nerjil hiaD. Nn i-jprrirrti-t 

needed, tf interested tend 25f via lia" 
mail t-n Wayne Codirev. c/o Lt. Col. 
W*yn« Godfrey, Neadquartera. U_ S 
Element, A. F. t. t>. W. T.. A. P. D. ■ 

Mc~ Ynjf> 4>°f I I . 

WiacohlMiitee, S.P, E, C. f. R. E. call*. 
Aniwer thla by joining ic we can dr^ 
fell the world or vargaman thai are 
-■e.:h:-, I.,:-.* against aa. Write William 
Ht>y>er. 7R11 W. F,*cU+.r, Weat Aella, 
Wio, (iaTlft Alao, 1 need t>ppan*nt*j 
HtilJn B ,*d, Q-Oay d Watcrluo, Tittic*. 
C^tTyahurg e4 and Afrika Korpe. 

Anyone living In the Pitlibutgh. area 
wtia >,ii,ir- to play AH garnea or !*■ a\ 
club th>l yrould adtriLt a ttcnag'l-. coil - 
i.i ..f rtie. A !.;■=: I will P-B-MStl . Cd, , 
n-Da r> Bulge, Midway. Tac. Kg. A. K. 
I'll take Oer., AIH*«, Oer , Amu., 
etth.. tilth, fred Krufter. Hi Canter- 
bury Dr. , PiCtnbttrghj Pa. Phfi-n*v6>- 



^[xi^rt^Kited lor either Afrika Korpa 
or Battlt of the Biilge. Ag- 4r4MUbd 15. 
Am inexpericneed, {oaven'l avern play«4 
anyone y*l| -lab amatcuj- player tike 
myjcil. tiand laiter [hi David Marafc, 
.'Li! ^i G-il'l 6». , SalelLite Flcach. Fl*. 



QPP0J«nTT3 WANTED 

i^-il Knvnur.i . your .^Ealp naadi yOu , 

CnJiai mi-* la. tht army of the C<mf«d*ra- 
liar, ol tbc We at. Wnft today (9 Chlaf 
Of PaviBfinal, Headquarter*, S*!<-f.»n*l 
CorpPi P. 0> Bow ilQJ, Lh} Baach,, 

railfoj nk 

boatan fialleta atudint will play D-Day, 
(Lath aldei». SwIlRiraa {bath aldaal, 
Watarlw (P-A-A», A/rlka Korpa *^4. 
EOvrrnani. Taetioa, *4)n*r*d yulai. 
Coll Age -l*vel playara pralarf ad. GaB-rgl 
phiiliCBj Room 1(6 BUPWB rlOUl*. --'■■' 
Memti iaJ Dclva. Cambriditd Man. 
Tne MTT War GameiB S"t:iet]( (-haJlnngaa 
the coward* of Spectre lo come *ul and 
fight. Any cii-i r fancying th*maeLv*l 
good playeri alt alto welenma. Iitrnit 
Stailngead, hoth aidea: D-Day. both 
aldaa. Writ*: Stanley D. H^lTman, A P t. 
107. 30 Mnaa. Av*r. ■ Cambridge. Mas*. 

Will play Sialtngrad (hath iidei). D- U*y 
fboth alder |. Writer Th*. J DWUjft * uJ 
Williamivillo, c/o Hon, Sac. , tCi Oalr- 



r Drivp. i'Mli-i 



.villi!. Mr* Vol 



The Koyil Army of Grand Taawlck 
vLibi to chaJlengA anyone who will 
take Hie following aide*. Stalingrad - 
Rutaian*. D-D&y - Alliea. Waterloo - 
PAA, Alt - BrlU..h p B«J e - Cermaria 
Writr to Dan Llre^rk. Ill WeaiLexinfl- 
l or. Bl vd. ^Mil waukee. Wia. 51217. 
HtlFrah lor (he gcnnii Blue Flaai All 
loyal DniYeraity of South Carolina R*b- 
l4fl intereateu Ln atarting tu4v«loq Hill 
club contact John Rn-ekholE, Building h. 

rnu»> M)L. 

Alt Generals lit tac Ea*t bay arnaunita, 
Cithei with the Supreme GomDiaiider. 

Larry Jagard , or with ua, hiB foll<5werB.. 
Gucnn and i.-.t. .. ; =..-.:.? .- 45 La Salle Dr. , 

Moraga. California. 

jt: detperate naedofaTaciici n sppon- 
cntB. Would uae unJy i»olBtiuu abd it- 
plac«fTt»nt. If interfered, pl*aae con* 
tact Philip Beaalty, 5%3 If, anfi. ■ Lib- 

by. Montana. 

ActiEucii 1 r^mplgruppe MAtnf I* now 
m^blililngl AllMalneAH playera wieh^ 
■ ng (o join spectre. pl«a*e *cnd name. 
nil": b i -j . ^(jf r '-mi gamea nwived tn. 
I : I,-.-, i. mi-..-. 16 William &1, , PorUand, 
Maine- 04101. Wji^eedjou 



Will ahVOne within a IflmLl* radlua of 
Raakiitg Ridge. Hew Jersey plelaq con- 
tH^L*ivMi|cl|e!im, S Lee Place. Bait- 
ing Ridge, N.J. 1 bave most of the AH 

WiTjjimer, "ery fjwoppnnenis, ■btjittVi 
T7ntc {4 l^y«ftI0l *nd play the "Ulti- 
mate \v, W^rgamtng '■ Will trach ne.w 

art or rive good laet-ditgh stand. 

UnivtTaity oi Washington aenior will 
pl*y-by-m*U Witr.loo and (4*4 P-A-A 
*g4io*t Ll. generals, trench a-nainai 
Gmcrala and Field hCai aha.li Cpiek your 
own rank I, New D- Day 6* Alli*i 4-flainai 
I,t. fiem., dermana against Gen. b Firlfl 
Marahale, Stalingrad, Gprmini ricrfiL 
>£d.Inat Field Markhall, AlriM Korpd 
either aide but nu F^'ld Marahala need 
apply. [General) Hicbard Ehaaiin! £497 
j-^tli Lnttp, fiandia riaje, NfK hirxiiro 
■711ft, 

In a-ll tpeotFfi 5in.ee reading your 
*'[■■■-. rc.-.i-iuiit. 1 have been un»ole to 

Bleep, 1 and i tev friend" ^^■»■ l « , liandp.d 

togetiicr lo form * gr^up called Ml- S- 

We challenge all SperlTr- to any AH *l*t 

game, bar none. With Only On* r*mlc- 
tinn. will play Germftn tole in Stalin- 
Brad onJy, (nawely not Ri)iii«n|. Far 
acceptance* writ* Marling. ^J4 fcaat 

jn, San Aiitonlo. T<->aa TA22E. 



Dmisk i« cbmind! bncir^Ly Mew! Duek 

■"'.-■! ::.-.:.....'. :.!■>.!-;■!. !■:■.■:,■ r.,-i-i l J I 

tf ritiu. being a-rgimied. Comftianda r 9 
iic needed [i4m every atflte In the 
tin inn far Divisional fln d 3lalr m m - 
mands. Will incorporate amaller in- 
duatrlnuB ur'm|i* a^iK a^oaeit »ui B lr 
memberBhipa. Contact immedi^rely, 
5i;rfl ninir, ag-^' nuriibei a! firnn, ad- 
dreai, 4>:perianc*, and qu**tlon« id- 
Dei K'lJii'i P',7k 447 Broadway-. Ban- 
gor, penniylvanla 1 fl-fll I 



Dtuperately need oppcnrnls. wm, 
Peter flfe.e, ^Oln Surah Ciniirt, Cer- 

michaeJ, California, 

plrfy - lay - Mail opponent* deal red for 
Afrlka Korpi and Battl* of lb* Gujlgt, 
Write Paul H- JohnvOA. Atk. 3fll. 4 
Amea Street, Cambi-ldge, M*ti 



Murl have battle wltb competent oppo 

nfinat Writ* Scat* R S^vairy. lit 

Caoaan. Court, Stratford. Conn, 



Oppontnta ior Airika Korpn, O-Day and 
Bulg* are wanted by David G. Gruen- 
faaum. f.VI Welt '■lh iilr-rrl, ftia-ryBYtlle, 
Ohio. 



Kot AriaOnian win:* a cOol 


dppOnant. 


Wtile Larty IIiiniKB. 11]i t. 


Wavorly. 


Tu c *on. Arizona , 





OPPOHKNTH WANTED 

Clhrrtjrnaianiio Hfcoserietier Hlolwatl 
and Ro*ten> chawileaifv *U woi-tby AnaJou 
Hill fBAAtlct [or Itnaucal irmi*«t lo a 
WJ,f. Pie* yo«T b-d -»uipan«-*AIiik4 
Koraa,, glaisBgra4, Q-Wf. battle of 
ll** Bulge, Uldway, Gettyvburf 'hi, 
ChaAceUoravilla, Tactic* IS, Waterltw 
->or nne «f our Own.--Coral $ea or 
Grand;- Taetls * . PBM ur In p" 1 ""' 
Stiv: all diBpatchoi lo Pana*rfaiiaar- 
t r.,|, L .-„f„l,,r J 5tba*fer, 27P 1 } Notbart 
Ei,.FIint>Micbig:an4a&P4. Hlil suvarovl 



A club call*d"Duih IDer UbeTlegan &ie- 
tr r -■ i --■ ii Kommando] ha* b**n started In 
Bangor. Pettn*. The intent ol the club 
1b lo go naiicinwiilt;. After the club bc- 
coenta 4rrgant>«d the memo^rawlU have 
play-by-imaU game! and tOurnarn.en.ta 
arranged for them, if de*ir*d, betwn*n 
the va^rEou* member*. Hatea, and di-/i 
alriTi*. If intereiatnil [ilrii^ contact Der 
FiihreWDuik, 4*1 Broadway. Bangor, 
Pvmia 



Wanteds Opponent ■ (cjt peraon.to-per* 
juii combat living in or nctir MonrOn 
County. 1 have Bla., Tac. n. Ak* Md*(y t 
D- ■?■■■: and Waterloo. Contact K*fih 
Oachman, 5 Ple*B. n t Way, Pen/Jeld, New 
YflTk i45JeJ_or_ctill LU, h-4K9o. 

1 Purplr Birnn nf Rirhmtind proclaim 

the Eait Bay of San f ranciice- to be the 
NAM Beritntrlaod Of OaJifO-l-nlal All 
wirs are offf W* are now qewtral and 
will remain eo. If any defeated gen 
erals want to re-l i« ■ n^ulral foriier 
;.t>ir L \JV. U^t plrann OnJy tr&ra cfie b.aat 
Bay, CrxntarL EdfeHf Taglid. S^DO Q*r- 

rctiAvei. Richmond^ CaiUorniia. 
Juin PSAT. f New £a.attoa»i ['.ague for 
daltructlon of all aadialic r>rganiul iuna 
(I.e. Spcttftt, etc.]. Feature* inter- 
league club VS cll'b cnnnlinl, FiSAC. ^s 
any leafue/club and PPM player co- 

ordinaL jofi aieurding lu per bullb! abili- 
tjea, NoCi^e-AU SE Pa , generala (, 
flu* prr-a 'e ftit in cOntatl With EtiAC, 
Writ* or call CC/ESAC Dave Wrtvrr, 
117 Stockton Circle, Aidley Park, Pa. 

1^01*. Call LF.. 4-ll?a_ 

'Jo: Any and allConriBetleiiE AH player *, 
Fr*m SevnnteenEh Army HeadqUf t«ifG 
SPtCTRt. IS Ludlow Manor, E. Nor- 
walk. Gonr,, abas*. 

C|Jpon.enti wanted Idt any AH iif»T gurrir 
firs perenn or IriatlJ, Mu*1 be willing tf 
euirrr defeat at Lhe hands of Iht invinei- 
fair, south shore Viet Mi nh, Aieo in- 
trreatcd Li. convert* (nev membere]. 
Writ* SCOtF Palter, h Sterling Place, 

CedarhureC, Ne w York 11516. 

A ttentinn Yankee i : 9th To* ftp Cor P a , 
Confederate Army of Cenieal Pennsyl- 
vania, oar, defeat any lorcc of mere 
YmkfTi al QalifdfitUUI vnitftjSFtBlJI. B 
yon dteirc to bt beaten, writet H.< A. 
Moajri u g jwi i r.n, '!iIl Texa* Corpl, Cfln- 
lederate Arrny e-f Central penn*vlvanla, 
201 S. Blaop St. #2. SanAnselo, Tawi 

A - (l»r lwelTiii StaHfljr^d in five month*. 
A K. lo four h inexperienced kid* for 
Diplomacy. *nfn. the Confederatton nf 
tbe wtiipffiu m«m,ber* and top-ntght 

l^awtjaTi lOm Krm?>>y» Kar-L, and 

Rirrica'fc. Grrenr'* Will be exnoplfd 
r •■! ji l.j...ij> Have L'.n . ,': s<i J i:'-< ■ ' i-"'" i li ■■■■ ■ 

Ln our .M, 1 ". PfiM Jtagu* r.-:-> . Jack 
Greene. Jr. H bTtt Darrell Eld.. Hilll 
borQU.|jh, Calif. n iB] P r Get the imperial. 
Defender* of the tenpirc State Unite I 
The ind Bpeclre Army at Hrm Vork 

want* and need* ali loyai tJew Yarhera 
for play-hy-mail command* For in- 
formation write to Leonard Phillip*, 
id! Maple [.:-■■■. N. Syracuae. New 

Vprk li^lZ. 

Wanted: Opponent* to play Tactic* II 
ualng I.Ob! rule* ajiii opt. rule of ia-ola- 
tion, By rn*il only ■ ^nd edition com 
bat result*. Table ■ will take cither 
aide. Send flret tarn uow. Hurry. 
Send to Tl*rtf«-rd Club, e/n Sean u ..■.>■.-;.-. . 
[Wj Blue-jay Pri™. PGH. P«. tjjjfc 
Anyone who thinka he can keep hi* de- 

FrniBl from CrUlnUing l n AqJ „ ,:j..„ 1 | 

BiH'jjjur or bold hi* pravlou* i^aln* 
from the Italian*. Send acceptance Lo 
Steve Scott, U41 La* Prado* #J, San 

Mateo, California. 

Wanted- OppunenEa in the Sac ra ntpnL- 
Carmichael area to play AH war game*. 
r will alaoj u* E PP.tvf- 1 am guitig to 
■ urt a etub tf 1 can g*t m*mb*r*. Con- 
tact Peter R«/<e> ^"lo Sarah Ct. . Car- 
mLehitl, California or call TV . 9-17»* 

lAge It, I. 

The Central Command of Jamaica: 
Eatatea hereby challenge* Any ptrson 

or .....I It Inn Of i -e r ■; ■ ■ n • who hpi i e •; r 

tbey have the ability to defeat our first 
class Blratngic cainmlnden in any 
Avilcn Hill W, W. u war gain* that ihay 
ctb.>Q+e, hy mail or otherwise Eticbard 
Shepard r a4-J'' Wareham Pl*c*. J/smalc* 
32, Maw York, 



OPPONENTS WANTID 

Wtntt.i: Vol. 1, No. 1 •**.-.!* tJ {Hrneral. 

WU1 par (S- 5^ P iup kaneUiBg chj-rg**. 
Contact: t»"iald Nanca, 1 015 GrifflB 
Parkway, Mliaian. Ttutaa 7I8TZ. 
MlrtveBterneTa aris*il Mutt the threat 
Iron-, the ta*t, A* you wall bow the 
eubvarsivr urgAc.i taticn hnawu ai Spec- 
ter Lp jnvadicg out are* and will soon 
te-ke riiTT thlB Laaihaatoti al fealttAnce. 
Wa are all thai raenaln* to *t«m thl* 
tide that baa twepi in tun, ih* Emit 

eCAIt. Wf must r«»l«L. We challenge 
any Bpeeter club (aaida Itom. the onei 
ma have already hritsn.! to beat Ut in 
"Bulge". Alto ■"* ll**d more rerntStB 
from tbaupoer MEdweii if you wiib to 

Join our trlwb »rlt*; The Cenhirl^TLa, 
DAvidj L. Arntiw. l49t> H»rtfr>rd Ave.. 
St. Pii,[, Mlnaeaota S51Lt. Or call: 
eMfi-biBO. Alto lei'i hear from oibar 
an ti^Specler club* U *fly. 
Opponent* want*d lor tb« foltawing 
gamee. SMllngrAd. AfnV* Korpa, and 
Waterlua. T would like the Huieien*. 
Cerman»j and PAA to that order, AH 
utbe r games kl-a. •■•■ write and aik mt 
Wf»t lidl* and r-.i". •••■ you «.-..-,. Writ' 
to- Robert DiTio*. ID01 Ttftb Avenue, 

Landover Hill*. 

Adult* in PbiiadeLphia area, informal 
■.roup (Mlrf- and laCe 2ft N e) MubI game*. 
In puriur. play. For Information, ron. 
t^ci A. P. Mark, H^Wintcn St. , FhiJa. , 

pa, 19148. HO. 2-eOI7. 

Lena la[*Jid*fs! Join the Natiau 
^r«ihorpl I ftacrusta wanted Tor *n 
organitatioo devoted to Freeboolery 
and InrarepattlHt (.unipv-lif ion For timer. 
intereatcd. combat and/nr affiliation 
with amli decadent formation* aa Spec- 
tre il conteinplated, ftookl** and vet- 
niiiB from L.l. and the New York area 
welcome. Contact Steven Li*l. * dan- 
ford Rd.. Plainview, N.Y. HB-tlJ, Phane 

Hlb GE ■1-lflnK 

Join the: University Of Wafhtnflton Wir- 
^.. ,: -;.l: Club. Requirement Enrolt- 
mim it UWand irptere»J in A' H ^arnin K . 
Fvrrycie who lead* Lhil will start With 
at leavl rank of MajiiT Gt^tet-al. \1 
jam e« and a aurjacription tothe General ^ 

Cnmtarl Richard Sliigriji, Room i5b 

Kaegett Hall after Sept. II or ciOT 
Z4LL, I oap, flandia Baec. New MtfcitO 
iJ7iie> h*for* then. Join now (nr *i«) 
,-bftd watch your *.radepnint town neat 
fall . jl'm not pronti-tna. »hj, b *ayt> 

WantEd: W»rgamer« from the vicinity* 
of Reading, ALl«ntoWr>, Al»M(m», H«t- 
rjoburft, and trie lo open up branch 
ut,ltfl of th*flT ATOiy'nf Penn*.. Kpretlrr 

Write 111 Army £1 Penna-. , t/i Donald 

Greenwood, I ■' !3 W*i !■■.■: K-'-r • n . Sfryre. 

Penneyl^ania. 

I will t.r atiendine: Fordham Coltegr id 

a boarder, and am lumking Tor Uppcrti- 

ent* In Any AH War Utmti and any »14e. 
All ii ••:» iiitrreated ■...,. contact me 
there or ax my home. 7105 - 72nd Court, 
Brooklyn, New York 11201. Gerald P. 

O' Prison. Jr. 

Achtunr" Rtichmarrhallc von U»vn 

a n.H wifv, KfLWh-A nuiild like to peraua.de 
yCiuIOdie Tor "Old Jo*" and th^ jctother- 
La,iil fS*aliii D )-*d, peasant), encourage 
En^liah Channel iwlmming (D-Day). 
We will condescend to run you out Of 
Tobruch] on a lead aiirfhiu rH (Ai'rit* 
K.0ip*|, or durnp yoii Into the Mevi> 
^&aEl!e of the Bui ge }. Csattai t R_ Ravin, 

Apt. 1H, iiOl South BarlOn, ArlioAton 

4, Vtrginia. 

Wanted - Someone In (he Grand Kapida, 
Michiganarea whc-canplay thcdcgamel. 
Contact either Randy Bytwerk, 1 554 
Dnrber Terrac*. CLJ-OS67 or Hlchard 
Wlliun, Salfl Lroiiard, GD-1145. (No 

pbirp 

n-ppoiiftiii wanted to take German side 
In Afrfhn Korpa, D, Meeban, 2 Pine - 
BfUHfc Lane, Weatbury, Long laland, New 
York. 

■ u Ally and all Connecticut AH player*. 
From: Seventeenth Army fsrAdqtt* f**M 
Spectre, li Ludlow Manor, E, Nor- 
walk. Conn, 0tB5?. 
Subject: We are wailing for you. The 

17th Army i..'li inr.a. Ci ■-=-..-! your 
state frfim inviliOn. Join now. Sand 
any '511*1(11111, frame, age, game* and; 
experience tCJ! RKhard 5halvcy, l^i 
Ludlow Manor. £. Horw^lk. i-iann . UbBSS . 
Attnntino anyone who doe* not belong to 
ajllll.UI 11. Ftglit diia ruthleBa organixa> 
tlonf Tou dor, h t have to Jain anything, 
but don't let thia grOuO riln wild. Your 
patriotism ihould make you aulonnatLe* 
Ally challenge *ny organlaatioa tbaf 

tbrvalena finvnr-runour country. Heed 

my warning, land your attack, to your 
noareat spectre agent. Steve Sullivan, 
leei Bfliifntmourh, Gmaie Point* Wdi. , 
Mich. 4o£lfi. 



Alldbovt- ads arc inserted a.a a free service to full-year fcub- will not be repeated from issue to issue, however subscribe 

scribfri;. Wt- prefer ads to be typewritten and limited to 50 ors may re-submit the same ad, or new ads, for each suc- 

wnrrh maximum. We reserve the right to re-word your ceeding issue. Ads received after the 15th of the month 

topy. Only oiu- ail per yi.ibscribf k r per Issue ie allowed. Ads preceding publication will appear in the following issue. 
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(Continued from Page 10} 

er can reach on his second move and 
their respective prQba.bili.Lie t; for sink- 
ing the destroyer, providing he moves 
into one of them. 



2-1-1 


58. i% 


2-1-0 


41.7% 


3-1-0 


45, 8% 


3-0-0 


29.2% 


4-0-0 


31.3% 


Z-0-0 


25. 0% 


2-2-0 


50. 0% 


1-1-0 


33.3% 


l-l-l 


50.0% 


1-0-0 


16.7% 



I have, said nothing so far aboutfiritig 
to one of the seven squares the destroy- 
er can reach on his third move. Some- 
times it is better to fire to one of these 
squares rather than to fire a second 
torpedo to one of the three squares the 
destroyer can reach on his second move; 
especially when the destroyer is trying 
to catch up to the sub in order to keep 
it from entering the convoy zone. See 
diagram. There are several combina- 
tions of moves the destroyer can make 
when leaving from "X", nine in all. 
They are A-1,2,3; B-3, 4, 5; and C-5, 
6.7. 

Notice that the destroyer is twice as 
likely to move into squares 3 and 5, 
rather than the other five. These are 
the squares I usually fire to until my 
opponent gets wise. Even if he tries 
to make his escape maneuvers as ran- 
dom as possible he will inadvertently 
move into these two squares more often. 

There are, of course, always excep- 
tions to the ruled, In the cast? of a "down 
the throat" attack, the U-Boat may be 
forced to fire many torpedoes to the same 
square in order to cause the destroyer 
to turn violently or in order to be sure 
of sinking him before he can launch his 
deplh charges. 



Question Box 



Q: If a Supply Unit is in Tobruch may 
the enemy land troops in Tobruch and 
capture the Supply? 

A; Nd, because the enemy t not hav ttig 
control of Tobruch in the first place , 
Could not land in Tobruch. 



The "Imperial" 



THE IMPERIAL, a monthly maga- 
zine, is the same length as the General. 
This mimeograph magazine is publish- 
ed around the 15th, though the first edi- 
tion, Sept. 15th, will be published in 
October probably. Concerned with mili- 
tary history, A.H. wargaming, Parker 
Brother wargaming, homemade games, 
model soldier gaming, strategy, and 
strategy, and anything. Subscriber list, 
if you do not want to be on it, say so, 
ads as in the General, YOU write the 
articles. We need editors and writers, 
(send samples of your work please) and 
at least 100 subscribers. Not another 
Ceneral-more varied. Price: $3.30 
and 12 (twelve) self addressed large, 
immense, big envelopes, lOf land mail, 
16^ air mail. Subscriptions to Jack 
Greene, Jr., 670 Darrell Rd. , Hills- 
borough, Calif. 94010. Articles and 
ads to Steve Karel, 22 5 5 California St., 
Apt. 198 Mountain View, Calif., or 
Tom Holsinger, 1429 Cabrillo Ave, 
Burlingame, Calif. Closing date for 
articles or ads is the 1st of each month. 
If we do not get 100 subscribers by 
Oclobcr J 5th we will refund. 



New D-Day '65 Invasion Diagram in Error 



D-Day players who havft the brand 
new Battle Manual are directed to cor- 
rect an error appearing in the text be- 
low the diagram on Page 7, We sug- 
gest that you cutout the following para- 



graph and paste-in overtop the text of 
Page 7. The following copy corrects 
the wrong assumption that Gentian 1 SS 
is surrounded in the diagram. The en- 
tire text should read: 



The Allied player must be bold; the conservative approach of landing all invasion 
Units on the undefended Coastal Squares will prove fatal because the German player 
will have an easy time sealing off the St. Lo-Bayeux bottleneck. Thus, the Allied 
player hopes to eliminate this possibility by dropping parachute Units behind enemy 
lines. The three Parachute Units are dropped on Square U-33 which is not in any 
enemy zone of control -- the adjacent German Unit at V-34 is on the opposite side of 
the river thus its zone does not extend across. to U-33. The Allied player has landed 
two 4-4-4 Units on Sea Square R-31 and, along with the 17th Parachute, attacks Ger- 
man Lehr at 11-10 (1-1} surrounded. Chance of victory is only 33% although there is 
a 50% chance of eliminating the German Lehr Unit. Next, the Allied Units on Sea 
Square Ft -33 and the Parachute. Units on T-33 attack the German 2nd at 14-14 (1-1). 
The remaining two Units allotted by the Troop Invasion Table are landed on Sea Squares 
P-32 and P-33 and moved directly onto Coastal Squares to establish the beachhead. 
Victory in one or both of the above attacks will put the Allied player in quite an advan- 
tageous spot: (1) he will have secured a firm beachhead relatively close to Germany 
and (2) he will have eliminated the really strong German Units. However, the risk 
is so great, especially to the tactically important Parachute Units (the two Parachute 
Units, however, have a retreat route to T-32 and U-33 which are on opposite sides 
of the river to adjacent enemy Units) that we recommend the assault be made instead 
at Brittany when faced with the above German defensive setup. 



League Now Forming 

We of the Massachusetts Institute of 
Technology War Games Society and Das 
Kriegsspiel Bund believe that interest 
in multiple commander gaming has 
reached I he point where the launching 
of a Multiple Commander League is 
feasible. If interested in becoming a 
charter member of the MITMCPDML, 
please write to MITWGS, c/o Stanley 
D. Hoffman, Pres. , Apt. 307, 50Mae- 
sarhusetts Ave., Cambridge, Mass. 
02139- Please include the following 
information: I, Name, address, and 
phone number. 2, AH games you de- 
sire to play by mail and the command 
preferred in each. 3. Smallest num- 
ber of units you would ronsirier com- 
manding. 4. Resume of experience. 
5. $1.00 for a year's dues anda stamp- 
ed self-addressed envelope. 

In return you will receive a copy of 
the latest m.c.p.b.m. rules prepared 
with the help of Lhe Summit Conference, 
a ropy of the standard rules and grid 
lor each game you participate in. You 
will also be given the opportunity to 
play in a series of play tested games 
designed by the MITWGS specifically 
for multiple commander play. Also 
you will receive a complimentary sub- 
scription to the Tank, newsletter of the 
MITWGS. Laurence Plumb for DKB, 
Stanley Hoffman for MITWG?. 

Out of Stock Items... 

The following if^rns are now obsolete 
and can no longer be obtained from 
Avalon Hill: 

1. Troop Counters for Gettysburg 
hexagonal-grid game, 

2. Troop Counters and Order of 
Appearance Cards for Gettysburg "58 
cupyright game. (However these items 
have been updated and the original 
square-grid Gettysburg game can be 
refurnished by ordering '64 troop 
counters, Battle Manual, Time Record 
Card and Order of Appearance Cards. 
$1 . bO Lotal cost. ) 

3. Volume 1, Nos. 1 (May '64) and 
4 (Nov. '64) for the "General, " 

Please take note that Troop Counter s 
must be ordered in complete sets, . .in- 
dividual Units cannot be sent. Also 
available are sets of 169 blank Count- 
ers, Waterloo size, that contain no 
printing or colors. These all-white 
counters cost . 50y per set. 

Plain mapsheets for "do-it-your- 
sellers" are available for $1.00 each. 
These sheets are unmounted white card- 
board containing only the hexagons, 
They are sent to you rolled up in a mail- 
ing tube to prevent creasing of the 22" x 
28" sheet, No other sises are available. 

For current Replacement Parts List, 
send a self-addressed envelope contain- 
ing one 5< stamp. . . %<f for airmail. 



